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ISSUE 150 LOW-DOWN WITH ROBERT KIRKMAN 
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‘very man’s home is his castle, as the: 
Saying goes, but if The Walking Dead 
y Mas proved one thing, it’s that homes 
aren't particularly great places to staywhen 
} there's a horde of zombies knocking on your 
| door. Unless you have fortified it with a thick - Lp | 
t 10-foot wall and saved up enough water, food, ~ 
| Supplies, and ammo to last a lifetime, | guess. 
But in reality most people don’t live like the 
| apocalypse is just around the corner, so once 
| that giant-sized pack of chips and bumper 
| bottle of cola runs out, you’re gonna need 
| a survival plan, which includes finding 
| 
| 


somewhere safe to stay. This issue we’re 

} taking a look at your safe house options, 

) picking out the pros and cons of all the 

| fortified zones we’ve seen in The Walking 

Hl Dead to date. This point seems particularly 
| pertinent at the moment with Rick trying to 
secure Alexandria in both the TV series and 
the comic (again!) right now. 

Can you believe season six is almost over 
already? It seems only a little while ago that 
we were welcoming it back to our screens. It’s 
going to be a long ol’ trawl to get to October. 

At least there’s plenty to fill the gap, with the 
NW/HKeaato}alatswanllaliscia(ssm exe) aa) | ayoacomes-lantarsmexe)alsel(ors) 
soon, season two of AMC’s Fear The Walking 
Dead due in the summer, and the monthly 
issues of the comic as well. Not to mention 

this very magazine, naturally, which we’ve once 
again packed to the rafters with interesting 
features to help ease the wait. 

Inside, you will find interviews with Steven 
Yeun, Lennie James, Greg Nicotero, Robert 
Kirkman, Charlie Adlard, and others, as well 
as detailed profiles on the Saviors and Jesus. 
We've also put together a special feature 
} looking at how The Walking Dead may end, 

/ compiling the thoughts of the TWDM team. 

| We hope this won’t happen for a long time, | 
| but let us know what you think of our ideas 
| and please suggest your own thoughts on what | 
| may happen in the final issue/episode. | 
As always, there are a lot more goodies in 

' this ish, too, so read on and enjoy! 

Until next time... Sayonara! 












T \e Page/AMC. 
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‘INTERVIEWS 
IZ 


With season six coming 
to an end and a second 
season of AMC’s Fear 
The Walking Dead on 
the way, there’s plenty 
to talk about. 





» 20 56 
j '  TWDM thanks the heavens It’s time to go behind the 
| that Glenn is not dead with scenes again, this time for 
the actor who plays him, the the second half of 
‘lovely Steven Yeun. season six with 





executive iin L —_ 
36 producer Greg fom 
Morgan Jones has turned into Nicotero | 
quite the survivor since his guiding us. 
first appearance in the show. We find out 
Actor Lennie James gives us about Carl, 
his take on this compelling Negan and 
character. the Saviors. 





ay | AAS eee 
Suet SAVIORS 
BS", As Negan and the 
ari a Saviors roll into 
the AMC TV series, 
TWDM takes a look at 
' how their story plays 


™ 
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Are the safe zones really as secure as \ in NN NERS CO 7a ' = = = out in the comic. 
we think? Our resident health and safety ATT asst TB ASMA : 

expert offers his verdict on all of the 

locales in the series. 62 


s { 


TWDWM's writers and staff have a go at Last time, Robert Kirkman 
predicting how the series could end, explained how he goes about 
with the help of our writing his characters. This 
fortune-telling issue, Charlie Adlard tells us how 
machine, he translates those written depictions 
Zomboid. into illustrated characters. 









THE WALKING DEAD 


NEWS THE TWEETING DEAD TOP FIVES 
_~.The latest news on all things Ol Ui aue)relexe)imnalomanelainans Counting down some of. 
}=, The Walking Dead. best Tweets. our favorite five things. 
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WALK. ING 
DEAD! 


————— 





t’s been another mind- 
blowing year on AMC’s The 
Walking Dead. And it isn’t 
over yet. As this issue hits 
newsstands there are just two 
installments to go. And what a 
finale it’s shaping up to be. 

With the end of each 
season there comes an 
inevitable low: October — and 
with it Season seven — seems 
like a lifetime away. Then there’s 
the question of Sunday nights 
and what to do now. Never 
fear, TWDM is on hand to lift 
your spirits with news that our 
favorite show Is set to run and 
| run and run. 

In a recent interview with 
Vulture, AMC executives Joel 
Stillerman and Charlie Collier 
revealed that the network has 
no endgame in place for The 
Walking Dead, despite the 
fact that the Robert Kirkman- 
created series is heading into 
its seventh year (often a cut-off 
point for TV series). 

“The answer to how long the 
show will go on in some way 
is directly correlated with the 
health of the storytelling in the 
comics,” explained Stillerman. 





“Those comics are firing on all 
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cylinders. [Robert] still writes 


every line of dialogue in those 
books, and is as engaged as he 
was when | think he was sitting 
around in Kentucky writing the 
first issue. He sort of felt like, in 
real life, this goes on for a long 
time. We’re along for that ride.” 

“| will tell you we are not 
actively talking about the end 
of The Walking Dead,” added 
Collier. “We’re talking about how 
to keep this number one show 
on television feeling as fresh as 
it does in season six.” 

If The Walking Dead does 
continue for a long time (and 
let’s keep everything crossed 
that Is the case), one thing that 
won’t be fresh is the hordes 
of walkers that pervade every 
episode. Each season sees the 
undead becoming increasingly 
decomposed, to the point where 


ee 


we're left wondering where else 





the special effects team can 
take them. 

The Walking Dead's 
executive producer/visual effects 
designer Greg Nicotero has 
an answer for us. “The only 
thing you’ll never see is a Ray 
Harryhausen-inspired, perfectly 
clean skeleton walking around 
because, obviously, there’s no 
muscle,” he said. “We still try 
to keep to the reality of needing 
muscle to move the bone to 
move the body, but It’s just 
something that we continue 
to [develop] every season with 
new sculptures and pushing the 
elements of what we can.” 

Right, back to your Sunday 
nights and what to do now. 
Might we suggest season two of 
AMC’s Fear The Walking Dead? 
The premiere is scheduled to air 
on AMC from 
Sunday April 10 


——S se - 








and, unlike season one, which 
was only six episodes long, this 
sophomore year will have 15 
blood-drenched installments 
to sink your teeth into. Similar 
to its sister show, each episode 
will also be followed by its own 
version of Jalking Dead, in which 
actors, producers, and special 
guests discuss that evening’s 
episode’s dramatic events. 

What those events will be 
is still up in the air (everyone 
involved with the show was 
keeping their cards close to their 
chest as this magazine went 
to press), but we do know that 
Fear The Walking Dead has been 
shooting at the Baja peninsula 
in Mexico, meaning there’s likely 
to be a lot of ocean scenes In 
season two. 

Climb aboard this April! 


Official sites: www.skybound.com, www.thewalkingdead.com, 





and www.amctv.com/shows/the-walking-dead 


ONE-ANGRY- 


LOOKING STATUE 


Dead Miniatures Game, 
entitled A// Out War. Set 
in The Walking Dead 
comic book universe, 

this brand-new tabletop 
game is brought to you by 


From Monopoly: The 
Walking Dead Survival 
Edition to Superfight: The 
Walking Dead Deck, there 
have been some truly 
outstanding The Walking 
Dead games in recent years. 
This tradition looks set Scheduled for a late 
to continue in 2016 with 2016 release, A// Out War 
the release of The Walking is a tactical, two-player 


Mantic Games. 


game set in and around 
Atlanta, which has been 
overrun by walkers. 
Priced around the $35 
mark, the game features 
zombified versions of 
Mantic’s famous plastic 
miniatures, as well as 
‘mini-me’ models of the 
likes of Rick and Carl. 


A series of expansion 
packs are also planned 
for the months following 
the launch, introducing 
additional fan-favorite 
characters such as 
Michonne and Glenn. 
“The Walking Dead: All 
Out War will be set in the 
engaging and immersive 
post-apocalyptic world of 
The Walking Dead comic 
series,” confirmed Mantic 
Games’ CEO, Ronnie 
Renton, in a blog on the 
company’s official 
website. “We will 
bring the pages to life 
with fantastic models 
that will cry out to be 





ALL-NEW 
comic 
COVERS 
EXPOSED 
P10 








painted, slick game 
play and it’ll all be part 
of an awesomely fun 
gaming experience.” 
Since its launch 
Six years ago, Mantic 
Games has developed a 
reputation for producing 
high-quality games. We’ve 
consequently got very 
high hopes indeed for 
this one. 


Read our interview with Ronnie 
Renton on p.82. 


Each issue, WDM features 
exclusive variant covers. Here’s 
what’s on offer for issue 16. 


Ty ramen ’ END GF Dik’ 
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After much anticipation (we’ve 
been climbing the walls here at 
TWDM HQ), Telltale Games’s The 
Walking Dead — Michonne was 
\ finally unveiled last month and 
can be played now. 

Spread over three wonderfully 


way. But don’t worry, you don’t 
need to have played the first two 
seasons of Telltale’s game to 
play through this one (although 












we highly recommend picking 
them up, too). 

The Walking Dead: Michonne 
is available as a stand-alone 





nut is the incredible Samira Wiley (Poussey 


immersive episodes, the 


\ 
i! 


Washington from Orange Is The New Black), _ three-episode series on PC/Mac from 
pictured left. 

As you'd expect from the company 
who brought you [he Walking Dead: A 


Telltale Games Series — winner of more 


game's story is set between 

issues 126 and 139 of the comic the Telltale Online Store, Steam, and 
other digital distribution services; the 
PlayStation Network for PlayStation 4 
and PlayStation 3; the Xbox Games Store 


for Xbox One and Xbox 360 consoles; 


book series, when Michonne 
went walkabout without 
explanation. 

Voicing our than 100 Best Game awards — Michonne 


favorite is realistic, intense, and incredibly compatible iOS devices from the App 


addictive. It also furthers the character’s Store; and Android-based devices via 


a ina ean ae and satisfying 


katana- 





Google Play and the Amazon App Store. DIAMOND EXCLUSIVE 
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HEAD SHETS 


A full round: ound-up of teverytt i everything that’s been happening in The Walking ID--Tom-Valolm o\-\"0)a1e 


OXENFREE FOR ALL 


sf 











Skybound has teamed up 
with Night School Studio 
to produce multifaceted 
content for the indie 
developer’s Oxenfree 
video game 

Already available 
on Xbox One and Steam, 
Oxentree sees a group of 
teenagers stranded in a 
spooky decommissioned 
military outpost with no 
phone service. Skybound 


intends to bring the story 
to additional mediums, 
including film and 
merchandise. 

Outcast artist Paul 
Azaceta, for example, has 
been tasked with creating 
a limited edition Oxenfree 
poster, while an official 
Making Of... webseries, 
entitled /he Story Of 
OIE SECINON C11 
COUTTS OIL 


From toys to clothes to dog chews 
and even beer, we thought we’d seen 
it all when it came to official AMC’s 
The Walking Dead merchandise. We 
were wrong. Courtesy of the all-girls 





“We are beyond 
excited to be working 
with Robert Kirkman and 
Skybound to expand the 
Oxentree world,” said 
Night School Studio 
CEO, Sean Krankel. 
“Skybound has shown 
that it knows how to take 
weird, creepy and cool 
stories and bring them to 
various media in super 
authentic ways.” 


accessories company, Love 
And Madness, there is now 
a licensed The Walking 
Dead jewelry range and it’s ' and priced at $16); and 
‘Skulled Out’ gold earrings 
(SRP: $24). 


Undoubtedly our 


pretty darn awesome. 
Available now from 


a " 

if 1 favorite, however, is the 

1 

‘sa ‘Armed For The Hunt’ 
crossbow ring. Available 


the company’s website, 

as well as the official 

The Walking Dead 

online store, items 

include a ‘Skulled Out’ wrap charm 
bracelet (priced $30); a ‘Cuff Me’ 


ez bangle (available in 


in gold and silver, it will set you back 


only $16 and will quickly become your 


favorite piece of bling. 

Silver and gold 

For more details, visit: 
www.love-and-madness.com or oc 
shopthewalkingdead.com 








NEGAN IS 
ALREADY HERE 


TWDM first told you about McFarlane 
Toys’ Negan statue way back in issue 
14, but were only able to show you an 





unpainted prototype at the time (that 


had been doing the rounds at San Dee ‘ Oil 
Diego Comic-Com). Well, now we've a ~— . 
got our hands on the finished product ’ 

and — we're sure you will agree — it’s a Th 





thing of barbaric beauty. 
Based on [he Walking Dead 
comic’s Biggest Bad, this limited 


bringing you details of McFarlane 
Toys’ awesome new AMC’s Fear The 
edition, cold-case resin statue, Walking Dead action figures. 
which goes on-sale in March, stands 

at 17 inches tall and includes an 
interchangeable hand holding a walker 
head. Each piece Is individually and 
sequentially numbered and is hand- 
signed by company creator (and comic 
book legend) Todd McFarlane. At $295 
a pop, it’s for the true collector only, but 
we think it’s worth every penny. 

“Robert Kirkman had a lot of 
involvement with this statue,” revealed 
McFarlane on McFarlane Toys’ official 
website. “We went back and forth to 


get it ‘perfect.’ We created a couple of 





concepts and he would come back with 
his notes and scribbles so that we could 
match his vision.” 
Don’t miss 
next issue 
when we'll be 














DIE-CASTS GIVEN GREENLIGHT 


What do Rick’s Ford Crown 


Victoria Police Interceptor, the 
1967 Ford Mustang Coupe with the 
words ‘Sophia stay here we will 
come every day’ painted on it, and 
Dale’s 1973 Winnebago Chieftain 
have in common? (Aside from 
featuring in one of the world’s most 


successful TV shows.) 
We'll tell you. They are all 


getting the die-cast treatment 


from GreenLight Collectibles, as a 
result of a newly signed licensing 
agreement between the company 
and AMC’s The Walking Dead. 


Available through official 


GreenLight hobby stores, as well as 
the likes of Amazon.com, Toys 
R Us, Wal-Mart, and other retailers, 


the first of these authentic toy 


replicas will be rolled out in April 
with the release of a four-pack of 
The Walking Dead cars (see these 
ace replicas, right) encased ina 


ALKING DEAD 
CLLECtoORS MODELS LS 


—s ILI) 


+ 


4 


‘ hh, Bs 

; abe o ceperty Pot oat ee 
were 

t 


oa seomct W a oy 


. ‘i 
> ache A3¢ “th pahe 


ap epee 








= * 


—_ 


film-reel style tin, as well as 
Rick and Shane’s 2001 
police interceptor. More 
releases are also planned 
for May and June. 

Here at TWDM, we're 
extremely excited about this 
launch. And we’re not the 
only ones... 

“I've been waiting 
for a long time to see 
some GreenLight products 
that represent what has to be my 
all-time favorite TV show,” said 
Angel Callen of GreenLight. 
“The fact that these products & 
will be manufactured with 
such quality and detail makes 
it especially thrilling and | can’t 
wait to see the first pieces that 
| can add to my collection.” 


For more information, visit: 
www.greenlighttoys.com 






































THE « TWEETING y 
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Ze trawl Twitter for fun 


¥, Walking Dead tweets so 
Y, you don't have to... 


Z Damn you, @robertliefeld !!'m seeing % 
y, Star Wars later today and all | can think 
¥, about is the Deadpool movie... 

4 @RobertKirkman 
7, Sometimes it’s our silence that keeps 
Z evil going. People fear to speak up. 
Y Speak. Up. Make your own decisions. 
¥, Live your own life. @SteveYeun 
That moment you realize @holyfield is 
y following you... (So, of course you follow 
Z, him back). @Cudlitz 
Zy “You gotta decide whether you're a wolf 
4 or a sheep” @cserratos 
, | asked Alexa about Siri and shots were 
4, indeed fired. @ScottMGimple 
, torget the Infected. There's just 
# one question: how long can one 
¥, Survive wearing the same clothes? 

¥, #Hashionisoverrated #FearlWD 
@DillaneF 


, WHO TO 
i FOLLOW... 


* @RobertKirkman; @SteveYeun; 
Norman Reedus @wwwbigbaldhead; 
@mcbridemelissa; 
 @ChandlerRiggs; @LaurenCohan; 
Michael Cudlitz 

OK, now this is exciting... Eaglemoss, ¢ @Cudlitz; Christian Serratos 

a British publishing company that two new handpainted figures every / @cserratos; @AlannaMasterson; 
specializes in partworks (publications month (see box out for further details), g Gale Anne Hurd @GunnerGale; 
each with their own character booklet, Z @ScottMGimple; @bearmccreary; 
at a cost of $17.95 per issue (plus a Chris Hardwick @nerdist; 

$1.95 S&H). V7 


/ 


Thereafter, subscribers will receive 


SSO 


released as a Series of magazines 
over a period of time), has unleashed 
an exclusive AMC’s The Walking Dead 
Collector's Model series. 
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To subscribe, visit: Z @AMCTalkingDead 


walkingdead.eaglemoss.com 


Available in the US as well as the 


UK (just scroll down to the bottom DON'T FORGET! 


You can follow 7WDM on Facebook 
(search ‘Walking Dead Magazine’) 
and Twitter (@WalkingDeadMag) 


of Eaglemoss’s [he Walking Dead 
webpage and click on the little 


THE GOVERNOR ‘a 





flag to change countries), 





this subscription-only 


i AS 





THE 
amc WALKING DEAD 


COLLECTORS MODELS 


collection kicks off 
with Rick Grimes (who 
else?). As well as a nicely 








rendered 1.21 scale model, 
issue one comes with a 12- 
page character booklet (about 
Rick), and a collection guide, for 
the princely sum of $4.95 (plus 
free shipping). 


NEWS IN 7 


BRIEF ZY 


TRIPLE THE FUN 
Norman Reedus (Daryl Dixon) has 
been a busy boy of late. In addition to 
' starring in AMC’s The Walking Dead 
and Ride With Norman Reedus (also for 
AMC), the fan-favorite actor somehow 
f@ found time to shoot the film /riple 9. 
Co-starring — wait for this — Kate 
4 Winslet, Woody Harrelson, Chiwetel 
4» Ejiofer and Gal Gadot, this explosive 
2 action thriller is in cinemas now 
* and sees a gang of dirty cops being 
¢ blackmailed into pulling off an 
; impossible heist by Russian mobsters. 







_ ROAD TO SUCCESS 

4 The Walking Dead really does lend itself 
es to awesome video games. Produced 

© by Scopely, UGO, and Skybound, 
The Walking Dead: Road To Survival 
* — which recently featured a cool, 
limited-time crossover event involving 
characters from Telltale Games’s [he 

§ Walking Dead series — was named the 
% second best game of 2015 by Google 

i Play. Kudos! 





; lf Lauren Cohan’s [he Boy whet your 
horror appetite, then don’t miss /he 
te Other Side Of The Door, starring AMC’s 
2 The Walking Dead alumni Sarah 
Wayne Callies (Lori Grimes). Released 
, in March, it’s a spooky supernatural 
* shocker about a grieving mother who 
opens a door between the worlds of the 
, living and the dead. 
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Huge news for Michonne fans: 


Danai Gurira, who plays the 
katana-wielding warrior on 
AMC’s The Walking Dead, has 
been cast as Tupac Shakur’s 
political activist mother, Afeni 
Shakur, in the upcoming biopic 
All Eyez On Me. 

The film is named after 
the ill-fated American rapper 
and actor's double-disc album. 
All Eyez On Me was released 
back in 1996 under Death Row 
Records and it remains one of 
the bestselling albums of all 
time in the US. 

Tupac’s mother had a 
profound influence on the rap 
legend, so expect to see a lot 
of Gurira in the film. He even 
wrote a song about Afeni in 


GONE 


In issue 14 of TWDM, 
we spoke with the 
president of Skybound 
Interactive, Dan Murray, 
about — among other 
things — the company’s 
foray into virtual reality. 
Murray’s enthusiasm 
for this brave new world 
was infectious and we 
therefore couldn’t wait 
to tell you about the 
new VR thriller, GONE 
(even though it’s not 
strictly The Walking 
Deaa-related). 

The brainchild of 
Skybound’s Media 
Development team, 
together with WEVR 
and Samsung, for Milk 
VR, this 11-episode, 
interactive VR 
production sees a young 


girl vanishing without a 








which he sings: ‘Don’t cha 
know we love ya? Sweet lady, 
dear mama. Place no one 
above ya, sweet lady. You are 
appreciated. Don’t cha know 
we love ya?’ 


Principal photography on the 
film began in mid-December with 


newcomer Demetrius Shipp Jr in 
the lead role and Jamal Woolard 
reprising his role as Tupac rival 
Christopher Wallace, aka The 


Notorious BIG (he first played the 
star in the 2009 film, Notorious). 
All Eyez On Me is due for a 


November 2016 release. 


GIRL 


trace. Your job? To find 
her. Naturally, that’s 
easier said than done. 





With complete 
360-degree freedom 
and a shifting timeline, 
this really is the stuff 
of the future. The only 
catch is that you need 
Samsung Gear VR to 
play it. Those lucky 
enough to tick that box, 
should head into the 
Milk VR app to check 
out the first episode. 
Everyone else should 
take a look at the 
trailer on the official 
Skybound website. It’s 
mind-blowing. 


Check out the trailer 
here: www.skybound. 
com/our-vr-project-gone- 
is-here/ 


Have you got your 
hands on issue 
#152 of The Walking 
Dead comic yet? If 
you haven't, can we 
advise that you do. 
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On sale this 
month, it boasts 
another sublime 
cover from Charlie 
Adlard and Dave 
Stewart, with the 
sub-heading ‘United 


In Fear,’ and features 


i some pretty cool 


story developments 


| regarding the 


Whisperers. 
Speaking of 


- covers, how incredible 


were the variants 

for issue 150? Just 

in case you missed 
them, in addition 

to Charlie Adlard’s 
main cover, there 
were versions by such 
legends as Jason 


Latour, Ryan Ottley, 


and Tony Moore, as 
well as a blank option 


| for readers to draw 


their own (how cool?!). 
We couldn't 


es, choose, so we bought 


them all. 
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eGet a monthly newsletter 

¢ Invites to members-only events 

¢ Sneak peeks of new comics 

¢ Discounts on merchandise at the 
Skybound and Walking Dead online stores. 
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Megan Mack. Gene Page/AMC. 





The second half of season six. The 
second season of AMC’s Fear [he 
Walking Dead. Negan, Gregory, 


Jesus. The Saviors. The Whisperers. 


The fallout from issue 150. Boy, 
there’s a lot happening in [he 
Walking Dead world right now. But 
fear not! Robert Kirkman Is on hand 
to let us Know more about all of 
these things and much more. 

Tara Bennett 


SPOILER ALERT: THIS FEATURE 
INCLUDES POTENTIAL TV AND 
COMIC BOOK SPOILERS 

















| think we’ve focused so much 
on the human characters and 
how dangerous they are, we 
really wanted to remind people 
of this other threat around every 
corner. It’s just as deadly as It’s 
ever been. The episode eight 
and episode nine two-parter 
did a good job of reminding 
audiences just how dangerous 
the zombies are. 


Yeah, it changes things up in 

a really cool way. Having that 
group be a solidified group under 
Rick — finally — without some of 
those conflicts that were present 
before allows us to explore Spencer 


The back half of 
season six has allowed 
the show to explore 
the Alexandrians, 
including Spencer 
(Austin Nichols) and 
Heath (Corey Hawkins), 
a little bit more. 

Promotional 
artwork for the return 
of season six. A larger 
world, indeed! 


AIRKAMAN 
CORNER 


RETURNS FEB 14 





(Austin Nichols), Heath (Corey 
Hawkins), Denise (Merritt Wever), 
and so on. They are all characters 
who have been there, but we’ve 
been doing certain things with them 
that we can now change up. Having 
them unified before the conflict that 
is coming Is very important. 


Scenes where Spencer and Rick are 
interacting. I’m always partial to 
Heath and Glenn. There’s a lot of 
good stuff with Daryl and Denise. 
Tara and Denise. | like a lot of the 
interactions that have come out of 
putting these groups together. 





Jesus Is a very physical role so Tom was 
able to handle that stuff really well and 
proved to us that he would be a good pick 


team have encountered, 
these guys have their shit 
together, which makes them 
a much bigger threat than 
we've ever encountered. 
Gareth and the people 
of Terminus had a system 
and they seemed to have 
control over what they were 
doing, but at the end of 


“The mystique around 
Negan builds the 
anticipation for when 

he finally steps onscreen. 
When he finally does, 
people aren’t going to 

be disappointed.” 


ROBERT KIRKMAN 


the show Is very skeptical. It’s hard at this 
point in Rick’s life to tell him he should be 
very worried about this guy and take that 
at face value. It will make the introduction 
to Negan that much more jarring. But 
building up the mystique around that 
character builds the anticipation for when 
he finally steps onscreen. And all I’ll say 

is that when he finally does, people aren’t 
going to be disappointed. 


You are vocal about your 
appreciation for Carol’s 
arc. What can we expect 
from her? 

There’s a lot of conflict 
between her and Morgan 
this season, which will 
come to a head by the 
end. As much as her 
character has evolved 
over the course of the 
show, | think, 
this season 
more than the 
last few shows, 


for that side of the character. Aside from there’s still a 
his kindness, his welcoming nature, and lot more growth 
his odd, unique way of interacting with new in her. She’s 
people, there’s also a confidence that Jesus starting to 
needs to have. Tom was really good at change a little 
showing that in a way that wasn’t arrogant bit more and 


her interactions 
with Morgan are 


or off-putting. There’s a warmth to the way 
he showed how capable a human being 





Jesus was, which is very important. helping that. 
She entered 

What made character actor Xander Berkeley this season 

the right Gregory? thinking, 

For people who read the comic, Gregory ‘| have 


TOP: Tara (Alanna 
Masterson) and Denise 
(Merritt Wever) have 
been an interesting 
development this 
season. ABOVE: Carol 
(Melissa McBride) and 
Morgan (Lennie James) 
have more conflict on 
the way. We just don’t 
know who to put our 
money on... 


is a very interesting character. He’s a very 
capable leader but he also has a lot of 
shortcomings that cause a lot of conflict. 
Finding someone who could be at once a 
good leader and a terrible leader Is very 
complicated and difficult. We knew we 
needed someone of Xander’s caliber to 
come in and make that role his own. 


the day, not really. They were not 
that good at what they had going, 
and were certainly not capable 

of facing off against Rick’s group 
and the strength that they have. 
The Saviors? |’m not so sure. 

| definitely think Rick and his 
group are going to be put through 
their paces with these people. 


everything figured out and | have 
complete control of my life. | know 
exactly what I’m doing.’ Morgan 
has done a good job calling that 
into question, which is changing 
her quite a bit. We leave her at an 
interesting place this season and, 
assuming she survives, we’ll be 
picking things up in an interesting 
How have you set about crafting the Saviors place next season. 
as a Credible and unique threat? 

A lot goes into that from the costuming of 
them and making sure that the characters 
are unique. | think we’ve done a good job 
with that. [The Saviors] are a tight knit 
group and a well-oiled machine when we 
finally meet them. They have a tight grip 
on the area they control, so | think more 
than any other group that Rick and his 


This half of the season has been about 
creating a mystique for Negan rather than 
seeing him in action. Why that path? 

It’s very much in line with what we did 

in the comic. People heard the name 
Negan. People were told how dangerous 
he is. People were told to be scared of this 
person before they ever encountered him. 
Much like the comic, our Rick Grimes of 


With Alexandria cemented as a hase for Rick 
and his family, does staying in one location 
make it harder from a writing perspective to 
keep the narrative interesting? 

On the surface, one location has its 
advantages and disadvantages. But we have 
a pretty clear road map moving forward and 
we know exactly where the twists and turns 


































to this story are. I’m not really worried 

that this hopeful idea of them rebuilding 
the community and having this place for a 
longer period of time, and the safety that it 
brings, is going to make the story stagnate. 
We’re in a good place creatively and there’s 
a lot more story to be told within and 
without Alexandria. 


We did a very good job in season one of 
telling stories that weren’t necessarily 
similar to the way we told stories on The 
Walking Dead. With the introduction of the 
ocean and the Abigail, the boat they are on, 
our characters are going to be in situations 
that are even more different. 

We’re telling stories that are a little bit 
more off the beaten path and stranger in 
the overall context of The Walking Dead. 

As far as using Fear 
The Walking Dead as 
a vehicle to expand 
this world and tell new 


| 
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stories, season two is pushing into territory 
that | feel will fulfill that mission in some 
very interesting ways. 


Issue 150 was a big 
turning point for Rick in 
that | think his leadership 
style changed based on 
some of the conversations 
he had with Negan. It’s 
showing Rick as more 
manipulative. Having 
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THIS PAGE & 
OPPOSITE: A selection 
of panels from the 
anniversary Issue, 
#150. We've seen a 
darker Rick emerge; 
the Whisperers threat 
increased; Dwight 
reclaim his leadership; 
the return of the 
Negan we all know and 
love; and Carl and 
Lydia getting it on... 
Ah, young love! 
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that speech immediately after the attack and 
making sure that he’s still covered in blood, 
and using the sympathy from that to rally the 


people around him, these are tactics that are a 


little bit unsavory. 

It’s going to lead to pushing essentially 
propaganda in Alexandria; keeping the masses 
riled up and focused on the conflict, so they 
aren’t turning on Rick the way they were. You 
can kind of see why he’s doing it and maybe 
get behind it, but this is Rick taking a darker 
path. There will be consequences to that. 


What can readers look forward to in this brand 
new arc? 

The growing conflict with the Whisperers is 
certainly a central element to the series. What’s 
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ROBERT KIRKMAN 


“The most exciting aspect of 


working on the show is having new 
ideas and letting the writers change 
the story and the paths we go.” 


going on with Alpha and how this 


large conflict will unfold is the 
thing driving the narrative right 
now. That, and what’s going on 


with Dwight being thrust into this 


leadership role after abandoning 
that role. 

| guess the big thing that 
readers will be most excited 
about are the things happening 
with Negan. It’s the change of 
status quo with that character 
that is going to affect things 
moving forward. It’s already 
changed how Rick behaves 
and the way he’s reacting 
moving forward, but it’s also 
affecting this conflict with 
the Whisperers 
in increasingly 
dangerous ways. 


Let’s finish up 
with a couple of 
reader questions. 
First, Ronny Haze 
wants to know if 
impulsive ideas 
make it into the 
comic or TV 
series outlines? 
That is the whole idea of the 
writers’ room: having new ideas 
and letting them change the 
story and the paths we go. For 
me, that’s the most exciting 
aspect of working on the show 
because that’s the part that 
requires a little bit of work and 
you have to figure things out. 
The new elements of the show 
are what we have to work the 
most on, and that’s really cool. 


Beth Morgan asks: with all of 
the writing you have to do on 


multiple shows now, how often do 


you get to go to the sets? 

| do spend less time on set 
than | have in the past. I’m 
never needed on set that often. 


Yes, it’s important to go to set 
and see how things are done, 
but I’ve always considered 
myself a comic book guy so 
| try to let more qualified 
people handle those things, 
like our talented directors and 
producers. But | do still pop 
into Outcast from time to time, 
as well as The Walking Dead 
and Fear The Walking Dead. 
That’s something that’s 
changed to accommodate all the 
different writing that’s going on 
behind the scenes. So | don’t 
Spend as much time messing 
with the props or annoying the 
actors like | used to. © 





YOUR 
ROBERT 
KIRKMAN 
QUESTIONS 


Here’s your chance to 

ask Robert Kirkman a 
question about anything 
and everything to do with 
The Walking Dead universe. 
Send your questions, 
thoughts and opinions 

to walkingdeadmail@ 
titanemail.com, and we'll 
put the best ones to the 
man himself next issue. 
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+ We pick five of our Walking Dead 
* favorites, from characters and 

’ moments to lines of dialogue, 
weapons, deaths, and more. 
WURDS: Russell Cook 


SAFE AS HO USES! ws 


Top Five Safe Zones 


JAILHOUSE ROCK 

Until that nasty 

Governor guy brought 
an army of tanks, trucks, 
and ammunition with him, 
the prison had proved itself 
to be a real safe haven. To 
date, it’s arguably the most 
fortified of all the safe zones 
in The Walking Dead, and for 
that reason, it makes our top 
five. Let’s face it, layers of 
barbed wire fencing, several 
watchtowers, from which our 
heroes could scout the land, 
and a raft of munitions and 
armor readily available made 





it a very safe place to be. The ae aa a P.O ales | 
walkers couldn’t break its a | 
‘: ce “At 
walls and our heroes felt so : ¥ Sim : 
safe they even started to grow Sd a" ' | P : 


their own fruit and veg. 


A WALK ON THE WILD SIDE 

The Alexandria Safe-Zone has to make this top five; but it’s also the 

site of The Walking Dead's fiercest walker invasion. Hundreds of the 
ugly things break down the walls and overrun the place, turning what was 

. once a seemingly 

secure place 
into somewhere 
no better than 
hell. There 
are casualties 
aplenty, including 
Rick’s new love 
interest, Jessie, 
and her son, Ron. 
Following Rick’s lead, they cake themselves in zombie guts and traipse 
after the gang in an effort to evade the horde. Unfortunately, they’re 
both devoured. To add to the misery, Carl gets shot in the eye, when a 
stray bullet hits him instead of a biter. OOOO SO 
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HOME FROM HOME 
After more than 100 days 
| Mo)aindal-m cey-le pmel0] au al-1c0\-ts 


are weary and worn, and in 
falsi=1e Wey amsve) g alsin aleani=mere) annie) ause 


So, despite the means by which 
they find the place (as a result 
of young Carl Grimes getting 
shot), their winding up at the 


Greene family farm is extremely 
welcome. For that reason, it 
makes the top five list of safe 
zones. After all, it’s the first 
time, after learning that the 
Vio) a (elm ak-}surexe)al- ako el ¢-] Om GAT-1mNO)6] 
heroes are reminded of what 
once was and what they want, 
aale)acmnar-lamr- lan analiaromsiisicver-lox- lab 










GROUND ZERO ie: H : | - 

The Hilltop makes the list because it’s where the war between | : yal , i wl 

the Saviors and, to be frank, everyone else, reaches its bloody Sa 
conclusion. The series’ most despotic villain, Negan, orders his men to [3 . : R 
smash down the colony’s gates and kill everyone and everything in sight, 
and that’s what they set about doing. Armed with weapons smeared in 
zombie mulch, the Saviors storm the town, killing and maiming whoever 
they come into contact with. But after being outflanked ye Rick, ee 
is captured and imprisoned. Quite a moment in the series. ; 





















NO SANCTUARY 

While we don’t spend an awful lot of time getting to know 

the Sanctuary — the home of the Saviors — the place certainly 
leaves its mark. Primarily, that’s because of its people and their 
mostly unwavering devotion to their crazy-ass leader. They jump at 
his every word, like he’s Julius Caesar or something. The Sanctuary 
is also where Carl gets an insight into the mind of Negan, one of the 
comic’s most compelling characters. Interestingly, the former factory 
is Surrounded by a wall of walkers, impaled on poles — a means of 
keeping away more of the horrible things, no doubt. S 
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GET TO THE CHOPPER! 

Simple fact: helicopters fly. And there’s only one place, 

from what we’ve seen so far anyway, that walkers can’t 
go: the sky. That makes helicopters an easy sell. Getting up 
high, above all of the chaos below, also offers the advantage of 
being able to get the lay of the land — where’s safe and where 
isn’t. Naturally, there are pitfalls — choppers are scarce. They 
are small too, so only a few people would be able to travel in 
a them. Oh yeah, and you’ll need to be able to fly one. That could 
be an issue, but hey, now’s the time to learn. GoooooOoOOooo 


Top Five Modes of Transportation 








EASY RIDER 
On to a chopper of a different sort. Style isn’t 
everything, but there’s arguably no cooler way to tour 







the perils of the apocalypse than on a motorbike. Sure, you'll NAR ; b 
likely have to do it alone, but at least you will look awesome Nie Y ik ce ps * - et, 
while you do it. Motorbikes are fast and maneuverable too, TATA S oun 
so It'd be easy to speed your way out of a tight space, while | ] // I} / | j/ Wy 
using a free arm to shoot down some walkers or hack at them { / ih iAI in Wa = 
with a blade. It’s the Hell’s Angels option, there’s no doubt \ el lH 
about it, but it takes some stones to travel alone when you’re | 
Surrounded by so much death and danger. OOO OoOo0000 NIN fi a, 
ANY i NI 
TANK TOPS Sure, they’re slow, so using Vex. 4 2 
Tanks are armored, a tank to evade capture by \Y\ ! MTA Mis, 
packed with fuel, and rogue agents — rival gangs, . W\i WW 
rammed with ammunition for example — wouldn’t be N AS | oA 
— they’re the choice mode advised, but escaping, and MN INK 
of transport for those who taking out, vast swathes of Mw. «|S 
want to leave a path of the undead with one would \s 
destruction in their wake. be a breeze. Kick back, load . 
They also add a little the cannon, and trundle your kt 
security along the way. way to safety. GoooOoOooo “WwW 
1 
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az RV HAVING FUN YET? to leave anyone behind. 


Has there ever been Remember Dale’s RV? It was 
~ © a better time in even made into a makeshift 
the history of man to own watchtower of sorts — biters | 
a mobile home? Nope. It’s aren’t the best climbers, so 


essentially a house on wheels. _ it’s safe up on top of an RV. | 
RVs offer shelter, and come One pitfall: they’re slightly | 
with a kitchen, bathroom, and _ sluggish and slow, but hey, 
ample sleeping space, so they at least everyone can travel 


are relatively comfortable, together, and maybe even 
too. They also have the ability have a sing-song? “The wheels 
to transport larger groups of on the bus go...” [Nope, 
people, so there’s no need enough of that! — ed.] © 
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As heart-in-mouth moments go, AMC's The across the world on October 25 at 9.59pm. 


Uli diayem Wreclomarcsme(siINicike mane acmtar-lamlismiclie Thankfully, that wasn’t the case, but as fans of 
Share of shocks and surprises, but perhaps dalomexe)aa|(@M\V(s)1 Im Q[O\WANCI(S/A1ARSMICICCMISMIcl @nicelan 
none more so than the apparent ‘death’ of OX)are] A MVidamialomlaligerel6(ei(e)amelm-malc\ Vali (liaF 
Glenn in season six’s ‘Thank You.’ It was a Negan, on the horizon. With season six having 
scene that almost broke the internet and kept returned to our screens, [WDM caught up with 


fans, critics, and IV analysts on edge for weeks actor Steven Yeun to find out more about that 
afterward. “Did they just kill Glenn?” must have —§ moment and what he thinks the future holds for 
been the most asked question in living rooms Ci(cialae lan Spelling 
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! SPOILER ! SPOILER ! SPOILER ! ¥a 
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STEVEN YEUN 








Gene Page/AMC; Scott Garfield/AMC; Frank Ockenfels 3/AMC. 


ctor Steven Yeun had the distinction of being 
the central figure in perhaps 2015’s most 
controversial, debate-worthy, dissected, and 
buzzed-about television moment. You know 
the one: good guy Glenn Rhee (Yeun), in the 
final frames of ‘Thank You’ — aka episode three 
of season six of AMC’s The Walking Dead — 
seemed to meet his maker as a throbbing, 
bloodthirsty horde of walkers chowed down on someone's innards 
right after Nicholas (Michael Traynor) blew his own brains out. 
Fans went nuts. The internet exploded. Adding to the intrigue, 
Yeun subsequently vanished from The Walking Deaa’s opening 
credits scroll. 

Naturally, it only appeared as if the walkers made Glenn 
their dumpster lunch after the two men fell into the herd. As 
we discovered four episodes later (in ‘Heads Up’), actually they 
hadn’t. Rather, the corpse of Nicholas landed atop Glenn once 
they had tumbled off the dumpster, and the walkers devoured 
the former, leaving a terrified, blood-spattered Glenn to survive 
the harrowing situation by wriggling underneath the dumpster 
and staying just out of the walkers’ clutches. He then sent green 
balloons aloft to signal to his beloved Maggie (Lauren Cohan) and 
his other Alexandria friends that he was alive. 

“It’s always pretty surreal to see what the reactions are from 
people,” Yeun says. “I’m very grateful that the reaction was the 
way it was, and I’m very thankful for the fact it’s not just me, 
but a lot of people, coming together to create this character and 
these moments. Six years of being able to develop a character, 
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INTERVIEW SU eet eh. 


that’s a pro to having done hh 
something for so long. 
People get to experience 
the character and 
witness his entire journey. 
| sincerely cannot complain 
about anything.” 
But here’s what we 
want to know: What did 
the script say? Did it read 
“Glenn dies” or something 
along those lines? Perhaps 
it clued in the cast and 
crew that a happier fate 
awaited Glenn? And how 
did Yeun choose to play the 
sequence, as Glenn and 
Nicholas fell together off 
the dumpster, into the sea 
of the dead, and shock and OPPOSITE PAGE, TOP: 
sheer dread washed across Glenn has always 
Glenn’s face, while blood peices wal 


init 


TH 


others, in this 
and intestines burbled instance, Annie (Beth 
before his eyes? Yeun REC). Be EM 
Guns for show. Knives 
hesitates for an instant. for a pro. Glenn shows 
“In the script,” he reports, Nicholas (Michael 


bs . ee Traynor) how to do it. 
you just didn’t know what THIS PAGE, TOP. 


was going to happen. It was Anyone remember this 


kind of up in the air as to innocent, fresh-faced 
; ; guy from season one 
what might occur. But in (Vatos’)? So cute, 


terms of how | played it, right? RIGHT: Although 
| did know. We definitely he still has a pacifist 
; . outlook on life, Glenn 
did not want to, In a way, van Rios hana 
deceive the audience. We handle himself (‘First 


wanted to just play itout as — "™°#"? 


real, what was happening, 
and be able to show every 
angle of that and tell 
people the truth.” 


KEEPING SCHTUM! 
Yeun’s job, from there, got a bit harder, 
believe it or not. Fans freaked out and 
critics chimed in. The show, as noted, omitted 
Yeun’s name from the credits for a few weeks. 
Meanwhile, the actor had to maintain a 
low profile and divulge nothing to anyone 
about anything. 

“Yeah, it was not fun,” Yeun admits. 
“It was very nerve-wracking, to an 
extent. But it was 
also interesting. 
It was 


\ That part of it was definitely fun. But, to be 
| ~~ honest, | wouldn’t want to do it again. 
| don’t like takeout [food] that much!” 
Glenn, and Yeun, returned in ‘Heads 
Up.’ The episode detailed what actually 
happened in ‘Thank You.’ Filming the 
walker attack sequence required hours and 


interesting hours of Yeun sprawled out on the ground, 
to have art Surrounded by a throng of actors playing 
imitate life, ravenous zombies, with fake blood spurting 
In a Way. and prosthetic guts twisting around him. 

























































“It was terrible, but in the best 
way — If that makes sense,” Yeun 
says, laughing. “It was as hard as 
it looks and it was as disgusting as 
it seems. And that was the joy of 
it. | was thrilled to see it all put 
together. It’s always fun to see the 
end product come through.” 

As this interview was conducted, 


viewers last saw Glenn in ‘Start To Finish,’ the mid-season finale. 
The watchtower had crumbled, crashing through a section of 


the perimeter wall, thus 
leaving the Alexandrian 
group vulnerable. Glenn had 
revealed to Enid (Katelyn 
Nacon) that Maggie is 
pregnant. Deanna (Tovah 
Feldshuh) nearly shot 
Maggie, before choosing to 
go out in a blaze of glory. 
Glenn, from a distance, 
caught a glimpse of Maggie. 
And, in a thrilling post- 
credits scene, a certain 
name, one that will cause 
Glenn fans everywhere to 
shudder with fear, was 
checked for the first time 
on the series. 


BAT OUT OF HELL 


That name would be Negan, leader of the Saviors, to be 
played by Jeffrey Dean Morgan. It’s Negan, as readers of 
The Walking Dead comic books know all too well, who slays 
Glenn in order to assert his dominance over Rick and the 
Alexandrians. It’s a shocking moment (as happens in issue 
100), with Negan bashing in Glenn’s head, right in front of 
Maggie, Rick, Carl, Sophia, Heath, and Michonne, with his 
weapon of choice, a baseball bat wrapped in barbed wire, 


GLENN IS MAKING HIS 
VISION OF HAVING A FAMILY 
A REALITY. HE’S TRYING TO 
MAKE A PLACE WHERE THEY 
CAN LIVE TOGETHER. 


which he dubs Lucille. 

“We're always trying to push 
the story and push the suspense 
and, at the same time, give people 
something to talk about and to feel 
and to watch with excitement,” 
Yeun notes. “So, it’s a really trying 
moment, and it will be all that much 
more satisfying when people find 
out what happens. We’re actually 


wrapped for season six, and we’ll start work, | Suppose, on season 
seven in May. But for the rest of season six, you will see a little bit 
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Here are some of the names 

that have taken the stage at the 
world-famous Madison Square 
Garden in New York City: The 
Grateful Dead, Britney Spears, 
Paul McCartney, Michael Jackson, 
Mariah Carey, The Doors, Led 
Zeppelin, Taylor Swift, Billy Joel, 
Frank Sinatra, Lady Gaga, KISS, 
Barbra Streisand... and the cast 
of The Walking Dead, including 
Steven Yeun. It happened in 
October 2015, when, as part 

of New York Comic-Con, AMC 
premiered season six of The 
Walking Dead and hosted a panel 
discussion with the actors and 
executive producers. 

“It’s realizing dreams that 
I’ve always had and also dreams 
that | never even had before,” 
Yeun marvels of his show’s 
ongoing popularity. “I’d never 
even put together the concept 
that | could play Madison Square 
Garden as a ‘thing.’ Then, for 
that to happen... the only words 
| know [to describe it] are it 
was pretty damn crazy. But | do 
realize all of this is a dream at 
this point. Just playing one role 
for so long, not just for an hour 
and a half or two hours, but over 
the course of several years, 
it’s what we’re trying to do as 
actors. We want to live out some 
semblance of another life. For 
me, I’ve just had a great time. 
It’s been a lot of fun.” 


Ti 


77 


INTERVIEW SU ete eh 


of resolution from the last episode that we saw. We’ll see 
Glenn putting his pen down and really making his vision of 
having a family a reality. He’s trying to make a place where 
they can live together. It will be more of what we’ve been 
seeing, but with him just following through on it.” 

The Walking Dead often strays in major ways from 
Robert Kirkman’s comic book storyline, so there’s hope 
that Glenn won’t experience the fate depicted on the 
comic book page. That said, it could happen precisely 
as written. Or, someone else could do the deed. And, 
maybe, just maybe, Glenn will enjoy a happy ending. 

Yeun, however, deftly sidesteps the matter, neither 
hinting at what might occur nor revealing what he’d like 
to see. “You never know,” he says. “This show sometimes 
doesn’t necessarily follow the comics. So yeah, there are 





OPPOSITE PAGE, TOP 
LEFT: Glenn convinces 
Heath (Corey Hawkins) 
why they need to silence 
the walkers inside the 
store (‘First Time Again’). 
TOP RIGHT: Glenn has 
been one of the keenest 
in Rick’s group to turn 
Alexandria into their 
permanent home (season 
five’s ‘Remember’). 
BOTTOM: The tragic 
death of Noah caused sé 
much tension between 
Glenn and Nicholas 
(season five’s ‘Spend’). 
THIS PAGE: We have a 
horrible feeling things 
aren't going to end well Uh 
(‘Thank You’). 


a lot of things to think about. | think I’m just enjoying the ride. It’s been a 
long time, but we’re still telling good stories. If we keep going, I’m happy. 
If my ride ends, I’m also happy. I’m just prepared for anything.” 


FATHER FIGURE 
Yeun describes the Glenn we know today as “a product of his 
environment.” Among other things, Glenn has survived a remarkably 








“GLENN WANTS TO PASS ON SOME OF HIS 
HUMANITY TO THE NEXT GENERATION. HE 
HOLDS OUT HOPE BEYOND JUST HIS OWN 
MERE SURVIVAL.” 


Many of the actors associated 
with The Walking Dead describe 
their fellow castmates as family. 
Some come and go. Others stick 
around for a season or two, 

or more. And a precious few, 
including Yeun, Andrew Lincoln, 
Norman Reedus, Chandler Riggs 
and Melissa McBride, have been 
there since season one. No 
surprise, but Yeun also chooses 
the word “family” when talking 
about the bonds he’s forged with 
them over the years. 

“That’s been one of the 
biggest blessings,” Yeun says. 
“People are so great to each 
other, and they’re such great 
artists who are coming 
together to make this show 
a reality, which is so hard to 
do. Lauren [Cohan] and | love 
working together and hopefully 
we have good chemistry. 
Everyone is great. They’re all 
people | will continue to know 
and who I'll hopefully work with 
for a long time. They’re some of 
my favorite people.” 


long time in a hostile world. Not bad for a pre-apocalypse pizza 
delivery guy. He’s found love with Maggie and, If his luck holds 
out, fatherhood awaits. Glenn has nearly died several times now, 
something that never gets any easier. Also, despite a reluctance 
early on to kill anyone, even walkers, he’s amassed an impressive 
body count at this point. The guy, as Yeun puts it, has been 
through the wringer. 

“You look at how he started; he was just this boy who wanted to 
prove himself, but didn’t know how,” the actor observes. “And he 
was prepared to leave this world as a martyr, doing something cool, 
in his eyes. 

“Then, aS soon as he found something to live for, through Maggie, 
he was charged to take on the helm that | think he always was 
destined to take on, which Is to be a leader, a father, and a man. 
| think he’ll make a good dad. He’ll make a great dad. It’s been 
really cool to see and to play that growth. 


“In terms of the killing, you’ve got to do what 
you've got to do to survive in this world,” he 
adds. “I think Glenn is prepared to do whatever 
is necessary. 

“However, | think for him — why he 
continues to retain his humanity and why 
he continues to keep the portion of him that 
doesn’t want to kill people willy-nilly — a lot 
of it is that he wants to pass on some of his 
humanity to the next generation. | think he 
holds out hope beyond just his own mere 
Survival. He holds out hope that this world 
can be salvaged and that this world can be 
saved and that we can return to some sense 
of normalcy. For him, if he goes too far, it’s 
something he couldn’t come back from.” 





Utter 
carnage (‘Heads 
Up’). 

Looking 

mean and moody 
in a season SIx 
promotional shot. 

Glenn and 
Enid devise a plan 
on how to get back 
inside an overrun 
Alexandria (‘Start 
to Finish’). 
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TRIED AND TESTED 

Glenn is one of the longest-surviving members in Rick’s little 
group, introduced way back in episode two of season one, ‘Guts,’ 
although his voice debuted in the series premiere — the “dumbass” 
comment that was so successfully called back to in season six’s 
‘Heads Up,’ helping to make fans even more afraid for his future. 
It’s been a long road for both the character and actor, and despite 
the challenges involved in making such a gritty show, according to 
Yeun, he wouldn’t change a thing. 

“It’s a hard show to make and an even harder show to keep 
relevant as long as we have,” Yeun concludes. “The thing | think 
we have going for us is that we are telling a very human story ina 
very extraordinary circumstance. This season, | had some of the 
most trying and testing times as an actor. For me, that’s the only 
thing | can wish for.” © 


THE THING WE HAVE GOING FOR 
US IS THAT WE ARE TELLING A 
VERY HUMAN STORY IN A VERY 
EXTRAORDINARY CIRCUMSTANCE. 
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A man’s home is his castle, as the saying goes. It should 
be a place of happiness, security, and shelter. Above alll, it 
should be a safe place for all who live in it. But throw in the 
end of civilization and hundreds of thousands of flesh-hungry 
. monsters and suddenly the place you once felt safest can 
) become a horrible deathtrap. What you need instead is 
literally a castle, somewhere that is impregnable, defendable, 
and fit for habitation (providing a healthy source of food and 
— A | water, for instance). It’s a place that Rick, Carl, Michonne, 
} i— | Ji. | and everyone else in /he Walking Dead have been searching 
=4\ >| Bae £ Net : > for, with limited success. With that in mind, 7WDMs resident 
EN a : baal 2 w. » ~~, health and safety inspector gives the series’ various safe 
2a : : | * Zones the once over to find out just how safe they really are. 
WORDS: Nick Jones 
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LOCATION: JUST OUTSIDE ATLANTA, GEORGIA ewe 2 hie 


“So you're just camping out here? Is that safe?” asks oe, 
Rick, appositely enough, when Glenn first leads him 
to the encampment on the scrubland outskirts of 
Georgia. To which Glenn responds that the band of 
happy campers have cars for shelter, that they take 
turns on watch at night, and that they “figure if we 
stick close to the city they'll be able to find us when 
the government sorts all this mess out.” Before Rick 
can properly digest Glenn’s threadbare assertions 
— and his touching faith in the competence of the 
federal authorities — he’s distracted by the revelation 
that Lori and Carl, his wife and son, are alive and 
well, as is his best friend and fellow cop, Shane. 
However, Rick’s soon worrying away at Shane’s 
determination to stay put, pointing out: “It’s not 
smart to be this close to a city fu// of those things. 
It’s just too goddamn dangerous.” A few weeks later 


he’s proved right when Amy’s neck is ripped open DEATH TOLL ak h 
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by a roamer and Jim is bitten and dies shortly after. 
-- BY WALKER: 2 | 
RATING 


And then to cap it all, Carl goes and shoots Shane dead. It’s enough to put a person off _- BY HUMAN: 1 


camping for life. Time to hit the road... 
LOCATION: 20 MILES FROM ATLANTA, GEORGIA 
Boa i OS ed 





“| think we've hit the jackpot,” murmurs 
Rick to his fellow travelers upon arrival 
at the peaceful snowbound gated 
community of Wiltshire Estates, and 
then further seals the group’s fate 

by declaring: “We should be relatively 
Safe here.” 

Mind you, re/atively speaking, they 
are, at least in terms of comparative 
body count: just the one death — the 
unfortunate Donna, chomped in the eye 
by a walker — as opposed to the three 
fatalities suffered at the Camp and the 
wholesale slaughter that lies in wait 
at future supposedly safe havens. But 
in truth, the writing was always on the 
wall for Wiltshire Estates — literally, 
in the form of a snow-covered sign 
warning “All Dead Do Not Enter,” which, when Rick finally spies It, 
prompts a pithy rejoinder. Still, at least most of his group makes it out 
alive when the walker hordes make their presence known. 


~ DEATH TOLL | SAFETY 4 
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-- BY HUMAN: 0 
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HERSHEL’S FARM 


LOCATION: RURAL GEORGIA 


Evidently, in the world of 7he Walking Dead, the word ‘safe’ is anything but a safe word. Case 
in point: Hershel Greene’s farm, which actually looks quite promising as a haven — plenty of 
food and plenty of room, too — until Hershel informs Rick that “during the day you won’t have to 
worry about being safe.” Nnnnoooo — don’t say that! 

Ah, but it’s too late: no sooner has Hershel uttered the ‘S’ word than he’s telling Rick not to go 
in the barn: “That’s where we keep all our dead ones.” Of course you do, Hershel. Needless to say, 
it’s not long before those nearest, dearest, and deadest are inadvertently set free, resulting in the DEATH TOLL SAFETY 
gruesome demise of two members of the Greene clan (one of them at the zombified hands — or -- BY WALKER: 2 


rather teeth — of his own brother). Unsurprisingly, Rick and co are soon on the road again. -- BY HUMAN: 0 ph N G | 5 


* THE PRISON 


- LOCATION: MERIWETHER ell 
RURAL GEORGIA 


As is becoming abundantly 
clear, if any The Walking Dead 
character utters the word ‘safe’ 
in connection with any kind of 
haven, you can be damn sure 
the place will eventually prove 
to be anything but. So when, 
upon first setting eyes on the 
Meriwether County Correctional 


Facility, Rick rolls out the ‘safe’ 
SAFETY 13 word not once but three times, 
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ae, -- BY WALKER: 5 
-- BY HUMAN: 14 


| RATI N = he effectively dooms the place 


there and then. 

Still, for a short while at least, the Prison does appear to be, as Rick also puts it, “perfect” 
— that is, if you ignore the fact that it’s riddled with walkers and boasts a quartet of deeply 
Suspicious inmates — and when folks do start dying it’s initially mostly by human hand 
(a bungled suicide pact, a serial killer, impromptu executions, and so on). 

However, when Rick and co visit Woodbury and the Governor becomes aware of the Prison’s 
existence, the correctional facility’s fate is sealed, and after a deceptive period of calm, the 
Governor and his army attack. Tyreese Is the first to go — beheaded by the Governor — swiftly 
followed by another half-dozen of Rick’s group, including Lori and her child, as the fences come 
down and the Prison is overrun by Woodbury soldiers and rampant roamers. 

Oh well. It was nice (well, as nice as prisons get anyway) while it lasted — and it lasted 
longer than most. 
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GEORGIA 


Prior to Rick, Michonne, and Glenn’s 
arrival at the place, you could argue 
that the citizens of Woodbury had it 
pretty good. Sure, the guy in charge, 
the self-styled Governor, might be a 
Grade-A psychopath who keeps his 
zombified niece as a pet and collects 
severed heads in aquariums. And 
yes, there was always the possibility 
of ending up in the arena fighting 
for your life surrounded by chained walkers. But hey, at least there was free 
entertainment on offer! 

Rick et al’s arrival puts paid to all that, however — at least we assume so, 
since we've yet to see what became of Woodbury itself in the comic book (although 
you can find out in the novel series). Certainly for many of its denizens, though, Sys 


getting mixed up with Rick’s group at 
turns out to be a very bad idea, DEATH TOLL pedal — 4 
-- BY WALKER: 1 
RATING 


chiefly when the Governor leads his “4 
-- BY HUMAN: 
army against the Prison and his 
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oe Dozens of 
soldiers are slaughtered by the jail’s Woodbury > = . 
defenders — or, in the case of the soldiers and F G \Vy = 
Governor himself, by his own troops. denizens iS J) aes 
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VIRGINIA 


For the Prison survivors it’s a long, 
hard road to their next (supposedly) 
safe haven, with numerous perils 
including walker herds and marauding 
bandits, although they do make new 
acquaintances along the way in the 
shape of Abraham, Rosita, and Eugene, ‘es , 
and get reacquainted with Morgan | 
(whose own humble haven for himself and his son, 





finally succumbs to a walker bite and the wounds he 
Duane, has turned out to be far from safe: Duane is received at the hands of the Hunters. But that’s really 
now a walker, whom Morgan keeps on a chain). They the only death that can be linked to the church, and 
also meet Father Gabriel Stokes, who leads them to his —_ even then only loosely, making the House of Gabriel’s 
church, which he suggests “could offer the sanctuary God one of the safest places thus far. Er, unless you 
you're looking for.” count Gabriel’s former flock... 


church, the same unfortunate connotations, as Gabriel 
reveals that when the zombie plague started, he locked 
the doors of his “sanctuary” and left his “neighbors, 
friends... members of my congregation” to die outside. 
The grounds of the church also prove to be the 
final resting place for one of Rick’s group: Dale, who 
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-- BY WALKER: 1 
(or loads, 
depending on 
how far back 
you go) 

-- BY HUMAN: 0 


A different ‘S’ word, but in the backstory of the DEATH TOLL SAFETY 
| RATING 





THE WALKING DEAD 





SS SESE Se ae EES 


= ~ THE ALEXANDRIA 
_ SAFE-ZONE 


—————— | SOUTH OF WASHINGTON, DC, VIRGINIA = === 


On the face of it, the walled community of the Alexandria Safe-Zone must surely ; - 
rank as one of the safest havens of all. After all, at time of writing, it’s still going 1} 
strong and Rick and at least some of his group are still in residence. But try | 
telling that to all those poor swine who have lost their lives since Rick and his 
_ group arrived. Ny 
| : | A In retrospect, the warning signs were there right from the start. When _§ 





| 
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—_— 


ii rm | oa . j =a _ mu | 1 Alexandria resident Aaron first tells Rick about his homestead, not only does Rick 

i F Pane use the ‘safe’ word in conjunction with this unseen promised land, he adds another 
> ‘S’ word: “secure” — and Aaron doesn’t help matters when he claims his community 
is “completely safe.” But there is admittedly an extended period at Alexandria where 
nobody dies — until Rick tackles a case of domestic violence and winds up with a 
couple of corpses on his hands, and then the place is attacked by scavengers. 
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Even so, Alexandria does prove a safe refuge from roamers... Right up until the 
point the walls come tumbling down and the place is overrun by walkers, putting 
paid to Rick’s new beau, Jessie, and her son (among others), and leaving Carl with 


a gaping hole in his head. =e! 

But that’s as nothing compared to the all-out war that erupts with Negan and Sl] Ik 
his Saviors. First to die is Abraham, then Glenn, then a traitorous Spencer, then . Ale 
Eric, Holly, Denise (chomped by a zombified Holly), and a aw 
bunch more in Negan’s assault on Alexandria (including DEATH TOLL 


the entire Orson family). By the time it’s all over, more _- BY WALKER: 8 
than a dozen Alexandrians have lost their lives. -- BY HUMAN: 22 

‘Safe-Zone?’ Hmm, not so much... 

All that being said, Alexandria does have one big SAFETY 
plus in its favor as a safe haven: for two years following RATI N 5 
the war with Negan, peace and relative prosperity reign, _- ON LONGEVITY: 9 
and in the violent world of 7he Walking Dead, two years _- ON LIVES LOST: 2 
is a considerable length of time. Naturally, that period -- OVERALL: 


of calm is brought to a bloody conclusion when the 
Whisperers arrive on the scene and murder another half 
dozen or so Alexandrians... 
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7) THE HILLTOP 3 


Now, you could argue that the 
single factor which unites 

all of the havens and zones 
examined thus far, in regard 
to their decline in status from 
safe to really-not-so-safe, is, 
well, Rick. Anyone attempting 
to make such a case need 
look no further than Rick’s 
arrival at the Hilltop for 
evidence: within minutes he’s 
Slashed the throat of one of 


its residents (admittedly in self-defense). But 

the Saviors and the Whisperers can’t be blamed 

on Rick (not entirely anyway), and it’s they 

who are responsible for most of the Hilltop’s 
deaths (largely the 


DEATH TOLL result of Negan’s 
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BY WALKER: 0 
BY HUMAN: 
More than a 
dozen 


SAFETY 
RATING 


fence-smashing 
assault and Alpha 


and the Whisperers’ 


off-campus 
beheadings). Apart 
from Gregory’s 
death, of course. 
He’s strung up on 
the orders of 
Rick’s protégé, 
Maggie. Ahem! 
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THE SAN CTUARY 


VIRGINIA 


The Sanctuary itself is a formidable proposition as a safe-zone: a factory surrounded 
by a fence and protected by walkers and barricades. But that’s without factoring in 
Negan, who sends his men to deadly defeat after deadly defeat. Indeed, so many 
Saviors are ‘offed’ during the course of Negan’s war on Alexandria, the Hilltop, and —— 
the Kingdom that it’s a wonder there are any left alive at : 
the end of it all. Add in a few victims of Alpha and the DEATH TOLL | I s\\ 











Whisperers and, well, the death toll below says it all. __ BY WALKER: 1 Al \ 
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THE KINGDOM 


: DISTRICT OF COLUMBIA 


Of all the major zones — Alexandria, the Hilltop, and the Sanctuary — the Kingdom 
has a good claim on being the most 
secure of the lot. An abandoned high 
school, for protection it boasts a DEATH TOLL SAFETY 
metal wall, a second wall of school ry 

1 tiger ' NG 
buses and, best of all, an actual, 


= wean -- BY HUMAN: 
living, no-kidding tiger. Even its More than 
death toll is comparatively low, a dozen 


although that number 
does eventually as. =" 
include its self-styled ele. 
king, Ezekiel, and 

his aforementioned 
tiger, Shiva. 

On balance, 
though, the Kingdom 
seems about the 
soundest haven yet 
seen in [he Walking 
Dead, and therefore 
is hereby declared the ; 
zone supreme. Atleast ji 
until someone declares 
it as being ‘safe’. 
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Ever since his guest appearance in season three’s ‘Clear,’ there was much 
clamor among fans for British actor Lennie James to return to the series 
and his role as Morgan — a character he first portrayed way back In the 
series’ premiere. Now that James has returned in full — and become a 
regular member of the cast to boot — things have not turned out as rosy 
for Morgan as we might have hoped. With plenty of season six still to 
air aS [WDM went to press, the new Zen-like Morgan seems destined 
for a showdown with the more volatile and untrusting Rick and Carol. 
Is there room for pacifism in the world of the undead? We will most 
Surely see... Bryan Cairns 
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Gene Page/AMC; Scott Garfield/AMC; Frank Ockenfels 3/AMC. 


obody expected Morgan Jones, played by Lennie 
James, to still be alive and kicking. After a 
memorable appearance in AMC’s The Walking 
Dead's pilot episode, ‘Days Gone Bye,’ Morgan 
simply disappeared as the TV series focused on 
Rick Grimes and a group of survivors hitting the 
road in search of a safe haven from the hordes of 
zombies overrunning the planet. But, as it turns 
out, Morgan’s story was far from over. He resurfaced in season 
three’s standout episode, ‘Clear,’ apparently having persevered, as 
well as sporadically in season five, before becoming a permanent 
fixture in season six. As with all the major characters, Morgan has 
suffered plenty of pain, loss, and mental anguish while navigating 
the treacherous zombie apocalypse. 



























“In the pilot, Morgan was 
a guy not unlike Rick, really, 
which was a regular family 
man defined by the woman he 
was married to and the son 
that he had,” says James on 
Morgan’s evolution. “He was a 
regular guy caught up in this 
insane transformation of the 
world. Then, the second time 
we saw him, he was a man 
experiencing the effects of that crazy world. By that point, he 
had lost all the things that had previously defined him. He had 
lost his wife. He had lost his son. He felt survivor’s guilt. He 
also felt the guilt over the inability to kill his own wife 
when he could have, should have, and probably 
given the chance again, would have. 

“Then, the third time we see him, he’s 
gone through another massive transformation 
in which he has been saved and sent on a | 
new path of how he might survive in the <4 
world they now live in,” continues James. * 
“He’s acted as a marker for Rick. In the J 
beginning, he was Rick’s education. Then, | —% 
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he became a warning for Rick should Rick walk any further down 
the road of self-destruction. Now, | suppose he’s slightly acting as 
an alternate perspective to Rick and how you can survive in this 
world. Can you only survive by killing or is it possible to survive 
by not killing?” 


Morgan and his son, Duane, first encountered Rick after he 
awoke from a coma. The two brought Rick up to speed on the 
zombie epidemic raging in the world and their own personal 
family tragedy. Morgan’s wife had been bitten and reanimated 
as a walker, but he didn’t have the heart to kill her. When 
Morgan and Rick eventually part ways, there’s a respect and 
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the death of Eastman, 
Morgan sets out to find 
Rick, because there is 
no one else for him. That 
friendship, that bond, 
FOR RICK. that link between these 
two men — whether either 
NO W, of them likes it or not — 
HE’S THE is steeped in history. 
Whether that means that 
ALTERNA Tl VE they stay together or 
TO RICK. split, whether that means 
they stand by each other’s 
side or stand in opposition, it is secondary to the 
fact that they have a bond that has endured both of 
their transformations.” 

After Duane’s demise from being chomped on by 
his zombie mom, a broken Morgan dedicated his time 
to “clearing,” which meant disposing of any zombies 

or humans who went near him. Since then, he’s 
undergone some drastic changes. Season 
Six’s exceptional ‘Here’s Not Here’ offered 
viewers some insight into Morgan’s new 
Zen-like attitude. This powerful episode 
found Morgan stumbling across a cabin 
in the woods. Its owner, Eastman, 
eventually mentored him in the art of 
peaceful living, and these life- 
altering lessons now inform 
Morgan’s every decision. 
“It was a very weird 
process coming to 
‘Here’s Not Here,’” 
recalls James. 
, “When 
a : em nyself and 


hey gee 
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‘HERE’S NOT HERE’ WAS 
A LOT MORE PHYSICALLY 
CHALLENGING THAN ANY 
OF US THOUGHT IT WAS 

GOING TO BE. 


[showrunner] Scott Gimple were talking about the 
return of Morgan and how he was going to return, 
Scott talked very much about that episode and what 
he wanted it to be and what it should not be. Each 
time it kind of changed in his head, we would talk 
about it. In the end, we shot it out of order. We shot 
it after we shot several other episodes for season 


Six. They were episodes in which 

| needed to have knowledge of 
episode four, but we hadn’t shot 

it yet. My discovery of what had 
happened to Morgan came in a very 
difficult and strange way. In the end, 
| didn’t really find out about Morgan’s 
journey until we were shooting it, 
which was not necessarily normal. 
But, | really enjoyed it. 

“For me, it was like ticking 
things off, going, ‘Oh, that makes 
sense. I’m glad | know that. That’s 
a really interesting way of arriving 
at certain points,’” says James. 
“Because we were building the 
relationship between Morgan and 
Eastman, as myself and John Carroll 
Lynch were filming it, it wasn’t 
until we got to the other side of it 





LENNIE JAMES 


If only Morgan 
had killed his 
zombified wife, things 
may have turned out 
differently (‘Days 
Gone Bye’). 

Rick and 
Morgan’s first reunion 
didn’t go smoothly 
(‘Clear’). 

Morgan’s 
transformation from 
madman to Zen hero 
is all thanks to 
Eastman (‘Here’s Not 
Here’). 

Morgan’s new path 
has put him at odds 
with Rick (‘Conquer’). 





THAT 
FRIENDSHIP, 
THAT BOND, 
THAT LINK 
BETWEEN 
MORGAN 
AND RICK 
— WHETHER 
EITHER OF 
THEM LIKES IT 
OR NOT -IS 
STEEPED IN 
HISTORY. 


that that vital relationship 
in Morgan’s life came into 


focus. It was a new one for 


me. | went on a journey of 


discovery not too dissimilar 


to the way the audience 
and fans of the show went 
through finding Morgan.” 


Part of that journey 
included mastering the bo 
staff, Morgan’s weapon of 
choice. He’s employed it on 
numerous occasions, and, 





ONE ASPECT OF 
THE JOB THAT | 
ENJOY IS LEARNING 
NEW SKILLS 

AND TRYING TO 
PERFECT DIFFERENT 
THINGS. 


Lennie James 


Morgan Jones 
October 11 
London, UK 
Lennie James’s 
mother sadly died when he was 
just 10 years old, so he was 
brought up in a children’s home 
and then a foster home. He says 
he became an actor purely by 
accident, attending a summer 
acting workshop because he 
fancied a girl who was also on 
the scheme. Later, he would join 
a youth theater at the Lyric in 
London, before graduating from 
the Guildhall School of Music & 
Drama in 1988. In 2000, he wrote 
a TV movie for the BBC called 
Storm Damage, which would go on 
to earn him a BAFTA nomination 
(shared with lan Madden and 
Simon Cellan Jones) and a Royal 
Television Society award win. 
The teenage James was 
a self-confessed rude boy — the 
name given to fans of British 
2 Tone ska music (a fusion of 
reggae and punk rock) — and 
loved such bands as Madness, 
The Specials, and The Selecter. 
He told the Big /ssue magazine: 
“| once got up on stage at a 
Madness gig and danced with 
[backing singer and trumpet 
player] Chas Smash. There were 
a few people onstage and they 
all got thrown off but Chas told 
them to leave me alone. | danced 
with him for a minute and it was 
lovely. | genuinely thought | was 
the dog’s bollocks.” 


(Source: IMDb, Big /ssue) 


in the reading of the script, it 
felt like it was a closed piece 
about two men sitting in the 
cabin having a battle of wits. 
Actually, it was incredibly 
physically challenging, not 
least because it was more than 
100 degrees with 100 percent 
humidity for most of the shoot. 
In that sense, it was physically 
challenging, but, equally, it was 
physically enjoyable as well. 
| enjoy all of that. 

“One aspect of the job 
that | enjoy is learning new 
skills and trying to perfect 
different things, regardless of 
what it might be,” continues 
James. “And, to get to a point 
of some sense of proficiency 
with the bo staff has been 
one of the things I’ve enjoyed 
about the season. Right from 
season five all the way through 
season six, the stretching and 
pushing of what Morgan looks 
like and feels, and how skilled 
he is at the bo staff, has been 
a real asset in putting together 
Morgan the man. The bo staff 
is not an accidental example 
of the path that Morgan is 
walking. The bo staff is both a 
passive instrument, when used 
as a walking staff, and a lethal 
weapon, if swung in the right 
way. That’s a good example 
of who Morgan is and where 
he is.” 


Morgan currently resides 
with Rick, his group, and the 


in retrospect, James admits 
The Walking Dead has proven 
much more grueling than he 
originally anticipated. 

“| think episode four 
was a lot more physically 
challenging than any of 
us thought It was going to 
be,” notes James. “Even 
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OPPOSITE PAGE, TOP 
LEFT & BOTTOM: The 
Wolves learn not to 
mess with Morgan 
when he has his trusty 
bo staff in his hands 
(‘Start To Finish,’ 
‘JSS’). THIS PAGE: 
Lennie James says he 
loves working with 
Melissa McBride, but 
‘fractious’ is the word 
we'd use to define 
their characters’ 
relationship (‘JSS’). 


AND CAROL 
HAVE A LOT 
IN COMMON... 
THEY SEE 
EACH OTHER 
IN EACH 
OTHER AND 
IT’S NOT 
‘ALWAYS: = 2 
THINGS THEY ~ 
WANT TO’SEE.” 
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Alexandrians. It’s an environment that hasn’t proven 
nurturing to his new philosophy. The enclosed community 
frequently finds itself under attack from walkers and 
hostile scavengers, including the Wolves. All that fighting 
in order to survive 
has made Morgan 
partially doubt 

his beliefs. 

“| don’t think 
Morgan is 100 
percent sure about 
them,” agrees 
James. “The only 
thing Morgan is certain of is he’s going to try and walk 
the path that Eastman has set out for him. He’s in no 
way sure he’s going to succeed. He’s in no way sure that 
he’s right. What he has to do Is try. That is about as 
certain as he gets. He’s aware that his stance is going to 
lead him into conflict, not least with Rick, but with other 
members of the group and the Alexandrians. 

“One of Morgan’s biggest tests is simply existing In 
Alexandria, regardless of the stance that he’s taken,” 
says James. “Just living among other people is something 
that he hasn’t done for virtually the entire time of the 
zombie apocalypse. In season three’s ‘Clear,’ he talks 


“THE BO STAFF IS BOTH A PASSIVE 
INSTRUMENT AND A LETHAL WEAPON. 
THAT’S A GOOD EXAMPLE OF WHO 
MORGAN IS AND WHERE HE IS.” 





about having been around other people. When they lost 
their usefulness or if they challenged him, he killed 
them. But, by and large, outside of time spent with his 
son and Eastman, he’s been out there on his own. 
“Living among 
other people, the 
things that he does, 
has an effect on other 
people,” he adds. 
“And living with 
the consequences 
of anything he 
does really is as 
challenging to him as the decision he’s made to try not 
to kill. He’s been challenged on all fronts. It’s an exciting 
aspect of his character and something | enjoy playing.” 


MORGAN VS CAROL 

Morgan may disapprove of Rick taking chances with the 
Alexandrians’ lives, but he’s been at odds with Carol 

the most. After Morgan subdued a Wolf and locked him 
up, an angry Carol intended to kill the captive. Morgan 
wouldn’t allow it. In the mid-season finale, ‘Start To 
Finish,’ the two came to blows. The scenes were intense 
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— : 1998 
and James couldn’t praise his sparring —_— . -~ * 1998 
partner enough. a ys " | xe he ey, 

“The thing | enjoy about that tension -— 3 - T\  BBREBSELTS 
is working with Melissa McBride,” reports ! 

James. “It is a joy every time. It is one of : | mee 
those rare moments where you just feel ~ 
incredibly comfortable and confident in . , ; . 1992 
your scene partner. When you get that, you . | 
just Jump in it. | enjoy all opportunities 
to work with Melissa and to explore what 
is possible between those two characters 
with the situations that the writers have 
put them in. 
“The other thing is Morgan and Carol 
have a lot in common, which they might 
not be aware of and may not like about 
each other,” says James. “They see each 
other in each other and it’s not always 
the things they want to see that are being 
reflected back at them. They come from 
the same place. They both lost children. 
They were both defined by who they 
were married to and the position that 
they held in their community. They were 


It 
took a little time and plenty 
of effort but Morgan finally 
managed to catch up with 
Rick (‘Conquer’). However, 
their reunion didn’t go quite 
as well as either would have 
liked. 

A cool gallery pic for season 
six depicting the ongoing 
tension between Morgan 

and Rick. The cracks 
in Morgan and Rick’s 
relationship began to show 
when Morgan insisted that 
they bury Pete after Rick 
initially wanted to dump the 
body (‘First Time Again’). 


LENNIE JAMES 


“You will see the stance Morgan has taken being challenged full- 
on to the max,” reveals James. “He will be shown the consequences 
of his actions, let alone the consequences of other people’s actions. 
It’s a real exploration for Morgan of who he is, who he’s been and 
who he is trying to be. Along with lots of other characters, Morgan 
is challenged to the max. The question that remains, that will be 
explored and answered, is can Morgan stay among the Alexandrians 
and the group? Or, will he leave or be kicked out?” 

Morgan may have more pressing matters to worry about. On top 
of zombies and Wolves, the buzz-worthy new big bad Negan enters 
the picture. The comic books depict him as a ruthless, ultra-violent 
leader with a barbed baseball bat. Negan is the polar opposite of 
what Morgan stands for — and that surely will scare him. 


“One of the things that Negan represents for everybody 
when he comes in is, ‘What Is it going to take to either defend 
ourselves from him or to defeat him?’” concludes James. “As 
far as Morgan is concerned, the big fear would be that Morgan 
might have to return to some part of who he was in ‘Clear,’ and 
who he was in ‘Here’s Not Here’ before Eastman saved him. He 
might have to tap into that dark side of himself in order to help in 
whatever conflict rears its head. | would guess that Morgan’s fear 
would be, in order to be of any use, he would have to return to 
somebody he doesn’t want to be.” 





regular people and they both went through 
massive transformations.” 


After the hiatus, The Walking Dead 
returned with ninth episode ‘No Way Out.’ 
In the back half of the season, Morgan 
attempts to pick up the pieces following his 
altercation with Carol and comes under fire 
for his values. 


MORGAN’S BIG FEAR 
WOULD BE THAT HE 
MIGHT RETURN TO 
SOME PART OF WHO 
HE WAS IN ‘CLEAR,’ 
AND WHO HE WAS 

IN ‘HERE’S NOT HERE’ 
BEFORE EASTMAN. 










Last issue, TWDM offered you our 
guide to the Whisperers, the 
~— \ current enemy in The Walking 
Dead comic. This issue, 
we're taking an in-depth 
look at another fearsome 
Survivor group, the Saviors, 
who are Currently giving 
Rick and the gang some 
nate) (ela alcr-lel-leialsmlamaale 
sixth season of the AMC 
Show. WORDS: Sam Faulkner 


“Near as I can tell, 
they’re a roaming 

_ band of maniacs 
AE el 4 
killingsSpree... 
@Word is they've 
_® killed thousands 
of the dead = 
already.” Jesus 
























ick and his group of 
survivors have been through 
some extremely tough 
times. As if the hordes of 
walkers who have infested 
the world weren’t enough to contend with, 
they have been through internal strife, 
betrayal, and a power-mad dictator in the 
form of the Governor. Alexandria appears 
to be a paradise at first, a safe place with a 
walled-in community all working together to 
make it through a terrifying new world. That 
doesn’t last though, as soon a major threat 
comes knocking at the door. 

The Saviors are an intimidating group of 
survivors, made up of physically capable and 





loose-principled members. They are a powerful and large group, relying on fear and shock tactics to maintain 
their iron grip over the various nearby settlements. Formed by a dangerous man named Negan, the group has 
fallen into a pattern of violence and intimidation as they stalk the area, forcing weaker survivors to subsidize 
them with supplies that they demand as payment for ‘protection.’ They are an organized, nasty, and well- 
resourced gang with bad intentions. Simply put, they are the bully boys of The Walking Dead. 
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The Saviors are made WE'RE GONE 


PAIOT HOW SAFE 


; ate. we're \ 
up of particularly . Seek oe you |, RRALLY | 
combat proficient WHILE WE WERE) © WHEN YOU 


. ae ek GET TO i 
members, well skilled 


in the art of walker 
extermination. They 
typically arrive at a 
settlement, clear out 
the undead menace 
from the immediate 
locale, and then 
demand payment 
for their efforts. This 
payment is usually 
vastly disproportionate, often leaving an innocent, more peaceful 
settlement suffering from desperate shortages of supplies as a result 
of the Saviors’ strong-arming. The psychological effect of a well- 
armed group of antagonistic humans arriving at the gates is clear, 
with even Rick temporarily bending to their demands — though as 
many adversaries have found throughout the series’ run, pushing 
Rick is never a good idea. 

Negan himself is a far more complex character than he 
initially appears, So memorably in issue 100. Cruel, violent, and 
unpredictable, with a very clear lust for power and domination 
over those physically weaker than himself, Negan is nevertheless 
a charismatic and intelligent presence. Speaking in an aggressive, 
brash tone, using ‘colorful’ humor to cover his sadistic nature, 
he clearly revels in the brute power of his own presence. And you 
thought the Governor was an egomaniac! 

Alexandria is a peaceful yet fragile settlement, and the 
appearance of this imposing, leather-jacketed man spouting 
profanities and threats in an off-hand, jokey manner is unsettling for 
the Alexandrians, to say the least. His casual approach to brutality is 
evident — Negan leads from the front, taking part in the elimination 
of a group of walkers with apparent glee. He seems to actively enjoy 


| 





mm 
ili 


v 


| 









FEATURE 


] 
' 


| : y 





dispatching the walkers, but takes an even more ruthless approach 
to ‘thinkers,’ later smearing walker remains on his army’s handheld 
weapons and projectiles to ensure infection of any targets who 
receive an injury in combat. 

Negan has been known to show a certain amount of mercy — 
though rarely in the name of humanity. For instance, he spares Car| 
after the boy kills several members of his group: it is an unexpected 
move, but is done for self-serving reasons, namely trying to keep 
Rick in line, as well as the suggestion that perhaps he views Carl 
as a future protégé. Glimmers of some rudimentary form of moral 
code do shine through, such as his stepping In to spare Alexandrian 
captive Holly from a brutal assault at the hands of one of his crew, 
insisting he does not approve of sexual violence. He tries to assure 
Holly that the Saviors aren’t “monsters.” Barely an issue later, he 
then kills Holly (unseen by the reader) and uses her reanimated 
corpse to try to Incite horror and inflict damage (she bites the 
Alexandrians’ doctor, Denise) on Rick’s group. 
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YOU CARRIED b———————————_T/ were you 

HER ALL THE GENTLE? 

WAY UP HERE WERE YOU 
KIND? | 




































the count falls on Glenn, one of the comic 
book’s most horribly memorable sequences 
ensues as the man is beaten graphically 

to death in front of his wife, Maggie, and 
friends. It’s an inglorious way for Glenn 

to go out, and does little to win Negan 
anything other than contempt. 

The aforementioned weapon is Lucille. 
Negan’s personal instrument of violence 
and probably the most notorious weapon in 
the entire series, Lucille is a heavy wooden 
slugger, wrapped in barbed wire and 
wielded with enthusiasm. Over the 

course of the Saviors arc, Lucille 
becomes something of a symbol 

of both Negan’s oppression and 
his dangerous magnetism — 
his reaction when a chunk 

of ‘her’ is shot off is very 

telling, as he demands Carl 

pay for it, despite having had 
a slightly more sympathetic 
relationship with the boy than 
other characters. 


Negan underlines his ruthless nature the first time we —— 
meet him. It’s hard to agree with a warped code of 
ethics that sees him offer the hand of peace while 
at the same time cold-bloodedly battering Glenn, 
one of the series’ most beloved characters, to death 
with a disturbingly personalized baseball bat. The 
infamous scene 
in issue 100, 
in which Negan 
holds several 
members of the 
group at his 
mercy, before 
‘eenie meenie’- 
ing his way to 

a decision on 
who to kill, 

is unbearably 
tense. When 


“This is a lady. But 
at times, yeah, she ain’t 
so nice. Truth is... Lucille 
is a bitch. But she’s my 
bitch.” Negar 
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NEGAN HAS walls becomes very much a 
RETURNED/ secondary horror. 

One member we see 
mutilated for a perceived 
sin Is being punished for 
consorting with a former 
lover, who is now one of 
Negan’s ‘wives.’ As if the 
Savior’s leader wasn’t 
already very clearly a 
villain, we find out he also 
keeps an indentured harem 
of women he has collected 
over time. Clearly, Tinder is 
a thing of the past in the 
post-apocalyptic world of 
The Walking Dead, and this 
is not a good way of finding 
true love. Indeed, as he 
rules over his unfortunate group, more than one man in the group 
has been found guilty of getting a little too close. This was the 
fate that scarred Negan’s not-so trusted lieutenant, Dwight. 
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AFTER THE FALL 


After some time has passed, 
Negan becomes something of 
an enigmatic presence. Still 
clearly resenting Rick, he 

is shown to have developed 

a bizarre kinship with Carl. 
Living in captivity in a cell 

in Rick’s basement after the 
events of ‘All Out War’ is a 
far cry from his former life as 
the master and commander 
of a large group of fawning 
followers and reluctant wives. 


“I’m here because 


after everything 
you did... I’m 
the only thing 
you can use to 
convince yourself 
you’re a good 
person.” 

Negan to Rick 


He is, as Rick observes, ‘neutered,’ but some glimmer of his 
former power does remain in the group of his former soldiers, 
now under the command of Dwight. There’s certainly a hint 
that Negan Is just biding his time until the perfect opportunity 
comes to escape from Rick’s jail and reassert his dominance 


over the nearby communities. 


In the meantime, the Saviors have become a more integrated 
part of the community of survivors under Rick’s overall 


THIS TIME... . 
THESE TALKS... 
THKAASS WE'VE 
SHARED. DO YOu 
STLL W4AT TS 
KILL ME? : 


command. With Dwight as 
their leader, the Saviors are 
still a major force to be 
reckoned with, but with 
their tainted past as The 
Walking Dead's Mafiosa, 
and continuing bubbling 
resentment toward Rick 
and Dwight, their future 
may not be such a 

rosy one... ® 
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' Writer Robert Kirkman’s original concept for The Walking 
Dead comic was‘azombie movie that never ends, butinevitably 
/-* one day his apocalyptic opus will have to conclude. We hope _— > | 
that day is many,/many years away, naturally, but it still hasn't ‘ 
[ RBsttn =) ae ' stopped us thinking about how the story might ‘come to a 
; 4 fitting conclusion. As such, we asked our regular writers and f 
ff contributors to ponder how they think The Walking Dead ! 
yt may finish, and collected their ideas together over the next Vk 
few pages. Here’s what we believe may happen, but we also 
~ 7 ; | want to know what you, our readers, think. Write to us and 
let us know and we will run another feature down the line 
that will similarly showcase your ideas. WORDS: The TWDM Team 





These are the rules that our writers had to abide by... 


Explain how you think The Walking Dead may finish. 


The entries can be whatever tone you like - serious, dramatic, 


comedic, realistic, pure fantasy, pure horror, and so on. 


There is a word limit of 150-200 words. So keep your ideas tight! 
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MAKING A STAND 


Looking at the massive canon of post-apocalyptic fiction out there, most of it concentrates 
on the rock ‘n’ roll part — the immediate aftermath of whatever crisis ended the world. 
What I'd like to see The Walking Dead do as the story evolves is to continue the concept 
we've already seen once or twice, with big leaps forward in time, ina similar vein to how the 
28 Days/Weeks Later movies worked. I'd like to see how the recovery tentatively begins, with 
the green shoots of a new civilization contending with the mess of a walker apocalypse. 
A city being retaken, followed by a conflict with another, could be a very cool direction. 
OK, the idea of settlements being at war isn't exactly new, but I think there’s room for 
the idea to be expanded outwards for years further into the timeline, like Stephen King’s 
The Stand. Plus, having old Rick braining walkers 30 years into the future would be a blast. 
Sam Faulkner, Writer 
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cTUBBORN OVD BASTARD 


One part of me imagines a dramatic scenario around issue 350 where, after years of 
struggle and loss, we witness a naturally aged Rick finally succumb to a walker. He'll be 
more grizzled, scarred, and maybe missing another appendage, but the stubborn bastard 
will have made it through man’s inhumanity to man countless times over, still breathing. 
But in the final issue, maybe just tired of the fight, or perhaps content with the knowledge 
that he’s taught Carl how to survive all possible doomsday scenarios, Rick’ story is brought 
to an end by an unimpressive, everyday walker. Hes made it to see what the new world will 
look like and it’s an old school member of the undead who ushers in his eternal peace. 
Either that, or this whole thing has been one helluva campfire story Carl's been telling his 
pals on holiday. 
Tara Bennett, Writer 
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THE GOLDEN HOUR 


I feel like the end of The Walking Dead should aim for that Watership Down-style ending, where Hazel 
leaves behind his new warren to take up a new position as a key figure in the Black Rabbit’ personal 
guard, ready for a new adventure. So, elegiac but also uplifting. I think it should end with Rick and Carl, 
as more than anything I feel The Walking Dead has been their story. I'dtike Rick to live to be an old man, 
dying of natural causes, with Carl all set to take his place as leader of a thriving community that the two 
together have helped create. | think the only way this is possible is with’another time-jump. 
[ think it should go something like this (and I know this is longer than 200 words, but I am editor...): 


ick stands stooped over a grave in the twilight 
R of a setting spring sun. He carefully bends 

a knee, leaning on his walking stick, and 
places a single white rose in front of the headstone, 
which simply reads: “Andrea Grimes, Loving Wife 
and Mother, Died: Aged 82” He closes his eyes and 
whispers softly through cracked lips, “Soon, my love: 

Gingerly clambering to his feet, he takes one last 
wistful glance at his wife's final resting place, closes 
his eyes for a brief moment, before turning with a 
determined look on his face. He leans heavily on 
his cane as he walks unsteadily down the trail from 
the cemetery to the town he has called home for the 
past 30 years, on the way passing solemn markers 
for his friends Eugene, Michonne, and Maggie. He 
is the last of the old order, 
who escaped Atlanta in Dale’s RV that fateful day. 
The corner of a smile twists his wrinkled face at 
the memory of them all cramped into that mobile 
home, the stench of dried sweat and dank feet still 
tangible in his nose. He will see them all very soon. 

Carl stands at the cemetery gate, waiting for 
his father’s return. Gently clasped in his arms lies 
little baby Lori, the newest addition to the growing 
Grimes clan, daughter of Carl’s third child. Rick, a 
great grandfather — he never would have believed it. 
“Ready?” Carl says. Rick simply nods. 

They take the short walk back to Hope, a strong 
survivor settlement of more than 3,000. people 
which together they had forged in the ashes of a 
fallen Alexandria. There have been no fatalities for 
more than five years. 

“How's the north wall?” Rick finally asks, 
breaking the silence. 

<j] done. We wont have any more trouble 
there. Touch wood, they seem to be dying out. The 
last incursion was six months ago...” Carl replies, 
his voice cracking slightly as it tails off. 

Rick nods, stopping for a moment to catch 
his shallow breath. “You know, youve become 
quite the leader since your old man retired. The 
leader I always knew you could be” he adds, with 
unadulterated pride, as they set off again toward 
home. As they steadily make their way through 
the streets of Hope, lights:begin to flicker on in the 
houses on either side. Somewhere in the distance 
they can hear the pleasant melody of a piano being 


played - Sophia entertaining her young family, no — 


doubt, with a song from yesteryear. Eventually they 
arrive at a modest two-up, two-down. 


the original survivors ; 


Rick’s house is not the most prestigious home 
for the “savior of humanity, as the new history 
records him, but he wouldnt have it any other 
way. Outside, waiting for their return art all 
of Rick’s surviving family. Rick greets them all 
warmly, taking time to talk to each one — his 
daughter-in-law, Lydia; his two daughters, Amy 
and Nina; his three grandchildren, Marcus, Paul, 
and Lori, with their partners and children. Rick 
kisses each of them softly on the head, full of love 
and pride. Quite a family. 

But its time. He shoots an exhausted. glance 
at his son, who hands baby Lori to his daughter, 
before helping his father mount the steps of the 
stoop. Together they enter the house. Rick takes one 
Jast look around, the tendrils of happy memories 
intricately weaving their way into his still sharp-as- 
a-knife mind. He takes the stairs to his bedroom 
slowly, not just because of his aching bones, but 
because he can feel a fear and melancholy grip his 
heart, knowing what's about to happen. 

Finally, he settles into his bed, lying back with 
an audible groan. So tired, he thinks. Not long to go- 
He can feel it. Its been a slow and painful decline 
over the past few years, since Andrea passed, but 
he’s ready now. The town is safe. His people are safe. 
His family are safe. He can rest, easy. Tonight's the 
night. He knows it. He can feel it deep in his bones. 

Carl takes the rocking chair next to the bed, as 
he has for the past few days. Rick looks over at him 
and smiles. His son is barely holding it together. 

“Tt’s time, son.’ he wheezes. “You know what to 
do” Carl simply nods, biting his lip and wiping his 
eye, grasping the handle of his razor-sharp knife, 
which lies across his legs. 

“I love you, dad’ 

“T love you, too. Always.’ Rick quietly sighs as 
he closes his weary eyes. He feels his breath crackle 
and shorten, and. as his uneven heartbeat slows, 
his mind wanders as the darkness descends. The 
silence is deafening. 

And then he hears the echo of a voice, calling 
his name. It’s unfamiliar at first, but as he stumbles 
forward, it becomes clearer and clearer. Soon 
he’s running toward it, the pain of his old body 
evaporating like dew in the sun. He feels. young 
again. Then he sees her, an angel shrouded in a 
warm, golden light, and happiness fills his soul. 
She’s been waiting for him. 

“My love...” 

Toby Weidmann, Editor 
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There has been another time jump; and it is now 11 years since the outbreak. Rick Grimes is 
long since dead. His son Carl has a child of his own, a three-month-old boy named Josh. Carl, 
together with his son, his wife Lydia and a few others, including Michonne, have survived by 
moving from place to place, never staying anywhere for more than a few months, and trusting 
no one other than themselves. 
One day, while out hunting, Carl encounters a walker. He goes to kill it, but before he can do 
so the walker falls to the ground, motionless. 

The action switches to a large, brightly lit room with floor-to-ceiling walls of windows. In the 
center are five gurneys on which five inanimate walkers lay. Hundreds of men and women 
dressed in lab coats peer in. “It's over, says one. 

The final image sees Carl looking out over a sprawling valley with Josh in his arms. The valley 


floor is lined with thousands of ‘dead’ walkers. The sun is shining... 
Kate Lloyd, News Editor 


stage in human evolution 
Editorial Assistant , 


[have a feeling Rick won't be around for much longer. Carl will take over the series for a while, 
then we'll see his family. (I really don't think Lydia will be the love of Carl's life!) 
But if were talking the very end of the story, { don't think any of the current characters will be 
in that final issue, I’m sorry to say. 
So my money is on the then-leader being bitten and the misery continuing... 
Martin Eden, Senior Editor 
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S always, there’s a method to AMC’s The Walking Dead's 
madness... even when it comes in the form of thousands 
of walkers threatening Rick Grimes’ new home of 
Alexandria at the start of the sixth season and at the 
winter break hiatus. One of the primary orchestrators of 
those epic horde attacks was executive producer, special effects 
makeup head, and director, Greg Nicotero. 

For a show that’s been tasked with presenting creative 
variations on walker attacks for six years, keeping the kills 
interesting and the lumbering bodies a sustained and potent threat 
has been an important goal for Nicotero and showrunner, Scott 
Gimple. Thus, the series’ narrative adopted the comic book arc of 
Alexandria being overrun by walkers who almost obliterate what’s 
left of the compromised Safe-Zone. 

“One of the things with this season is we put the threat of the 
walkers right out there, in the forefront, to remind everybody that 
there’s a larger world out there and this larger world is fraught with 
danger around every corner,” Nicotero says of the walker set pieces 
this year. “By elevating this threat substantially, it gave everybody 
an opportunity to reevaluate what you need to do to survive. 
Clearly, the first half of season six was about the fact that without 
society you can’t survive. You need people around you to be able 
to live and you have to trust those people. The ‘Us vs Them’ 
mentality will never get you anywhere in a world like this and 
that’s what we set up.” 

The February premiere, ‘No Way Out,’ solidified that concept 
as the walkers overran the compound and forced uneasy allies to 
come together in life-changing and affirming ways. 





You have to trust people. 

The ‘Us vs Them’ mentality 
=" _ will never get you anyw 

-in a world like this. 








The World At Large 
“It’s a tremendous episode,” 
for his actors and crew. “The episode really succeeds or fails 
based on the [walker] sequence with Sam [Major Dodson], Jessie 
[Alexandra Breckenridge], and Ron [Austin Abrams]. It’s the 
emotion. Going from that into Carl [Chandler Riggs] getting shot 


Nicotero says with unabashed pride 


and then the hospital and Rick going back out... That’s what the 
whole season up to that point had been building to.” 

He continues: “The entire threat of the walkers was to get 
Rick to understand the severity of how to survive in this world by 
realizing it’s not my group and the Alexandrians, but it’s all of us. 
We are one group and that’s exactly where we land. At the end of 
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“| was insistent that 
the majority of “No 
Way Out’ happen 
at night... | wanted 
to bring back that of 
monster movie 
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OPPOSITE PAGE, TOP: 
‘Start To Finish’ was 
just the, er, start: ‘No 
Way Out’ features more 
walkers than ever seen 
on the show before. 
BOTTOM: The director 
at large. THIS PAGE, 
7 ABOVE & LEFT: Night 
time is scary time! 
RIGHT & BELOW: 
Taking a break from 
filming and directing 
Norman Reedus on the 
season premiere shoot 
(‘First Time Again’). 





the episode, Rick says to Carl, ‘| want to show you the world out 
there.’ The fact is that he almost lost his son and his son’s life was 
saved by people who, in the beginning of the season, he would 
have sacrificed in a moment.” 

Outside of landing that emotional arc, Nicotero, the director, 
says he was most proud of staging the walker swarms at night. 
“| was insistent that the majority of the episode happen at night,” 
he explains. “It was super important to me. We’ve never done an 
extended sequence or episode where most of the action happens 
at night. | didn’t want the episode to have the same visual footprint 
as every other episode we've done. We spent seven episodes 
looking at giant hordes of zombies in broad daylight, so | wanted to 








bring back that monster movie mojo where it feels like Night Of 
The Living Dead.” 
And in case it seemed like it, 


yes, episode nine featured the most “The second half 


amount of practical walkers ever 
used in the history of the series. 

ms nd avial.q@relelaulalnar-lmmalelaalel-1es 
hit 1,200 and then we dropped it 
down to about 1,080, but we did 
more walkers in episode nine than 
in the premiere,” Nicotero says 
with a smile. 


The Hilltop Has Eyes 
Bookending the first part of season six with the biggest walker set 
pieces the show has ever staged was incredible spectacle, but 
spectacle with a purpose. 

“We crafted a very specific season-long arc that takes us 
from episode one through nine,” Nicotero explains. “As we often 
do, episode 10 turns the show in a different direction. Once we 
wrapped up the storyline explored in the first nine episodes and laid 
that groundwork, then we’re onto the second part of the season.” 


of the season sees 
them come up 
against a threat 
they are not 
prepared for, in 
the least. 
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So what’s been the thematic core for the 
survivors in the back half of season six for 
Nicotero? He offers: “The second half of the 


renewed purpose and confidence that after going 
through that incredible situation, they were able to 
come out on the other side of it and survive. To go 
from there to coming up against a threat they are 
not prepared for, in the least, is significant.” 
Nicotero says he’s really enjoyed watching Rick 
come off the high of surviving Alexandria and then 








THIS PAGE, LEFT & 
RIGHT: Even when in full 
walker makeup, you 
can’t stop Nicotero from 
leaping behind the 
camera (‘Thank You’). 
BELOW: Dwight, Negan, 
and the Saviors are 
going to be a handful 
for Daryl and the gang 
(‘Always Accountable’). 
OPPOSITE PAGE: 

The walker invasion of 
Alexandria in episodes 
eight (‘Start To Finish’) 
and nine (‘No Way Out’) 
resulted in mixed 
emotions for Rick and 
Carl. BOTTOM LEFT: 
One of our favorite 
walkers of season six 
(‘Always Accountable’). 


“Alexandria wasn’t 
really ‘functioning.’ 
season launched with a renewed sense of society, They were just smart 
enough to not get 
killed. But Hilltop 

offers hope. 


and company 
realizing what 


SSS a ey -_—eet 








charting their future looks like. “You get to the point where Rick 
and his people are confident and they meet the people of Hilltop 
in episode 11. It’s the first time they’ve met a group of people 
that is an adequately functioning society. Alexandria wasn’t really 
‘functioning,’” Nicotero chuckles. “They were able to blindly 
stumble forward in this world but they weren’t good at surviving. 
They were just smart enough to not get killed.” 

“But Hilltop offers hope,” he continues, “and it’s something they 
haven't seen in a long time. | think they observe Hilltop as a great 
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opportunity, as they’ve survived by trading, which shows them it can 
be done. It’s an intriguing world to see our people put aside a lot of 
the things they are concerned about In order to survive.” 


The Big Bad Wolf 


Charting that transition toward proactive surviving 
is another element of the season that Nicotero 
Says IS key in preparing all of them for the Saviors, 
who were teased by name, and then in action, 
in the waning moments of ‘Start To Finish.’ 
Burly, sadistic, and territorial, the Saviors are 
the henchmen of Negan (Jeffrey Dean Morgan), 
a villain from the comic books that promises to 
introduce a whole new level of hurt on the series. 
“We all knew coming into this [season] that 
we were headed towards Negan,” Nicotero reveals. “But the 
question was when would that happen? | think the idea was to 
find a very graceful and good way to introduce Negan 
that felt elegant and organic to the show. By teasing It 
at the end of episode eight, and bringing it in a little 
more forcefully in episode nine, we laid a little bit of 
that groundwork.” 
Loathe to reveal too much, Nicotero did share that 
his most recent exposure to Morgan was watching him on 
one of his favorite series. “I’m a fan of The Good Wife,” 
the director shares. In the seventh season of that series, 
Morgan played the charming but enigmatic Jason Crouse. 
Nicotero muses: “| remember watching an episode 
thinking, ‘This guy is so charismatic. His charm is so 
disarming. Wouldn’t it be great to have a bad guy with 
the weird, disarming smile that he has?’ | didn’t think 
we'd be able to get him, but then all of a sudden he 
was in the [casting] mix. He’s a fantastic actor.” 
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eaane aitee to the 0 of the sixth season, Nicotero 
promises fans that there’s a lot on the horizon that they 
won't expect. Even in terms of locations and how Rick 
prepares to confront the Saviors and the Negan threat, 
Nicotero teases ominously that there are very creative 
twists to come. 


“It’s definitely critical to us that the show feel 
fresh and original,” he concludes. “Even by changing 
up locations, it gives us the opportunity to get ‘out 
of the woods’ and into a different world. So it was 
very important to me that we were able to establish 
visually what the potential threat the Saviors are 
offering in the future. It’s pretty exciting to think 
about the claustrophobic aspects. We spent a lot of 
time establishing how big the world Is and then Rick’s 
Ve) a Kolm a=] 4 ce) WVisim 9) @=1HAVAN@ LOI (OL AA ar-] Ve mme | @-lant-1i\er-] Uh var) am nal= 
end of the season.” 














FEATURE 


Last issue, 7WDM quizzed Robert Kirkman about how he goes about 
creating and writing characters in [he Walking Dead comic. This issue, 

it’s regular series artist Charlie Adlard’s turn to reveal his creative 
processes for new and established characters. Over the next few . 
pages, Adlard explains how he takes Kirkman’'s written descriptions 4 ~ 
and translates them into the visual representations we all e 
know and love. {NifanVaNl4 Nick Jones 











ritish artist Charlie Adlard has been the regular 
illustrator on The Walking Dead since issue seven, also 
taking over cover art duties from issue 25. Despite 
a geographical distance between Adlard and Robert 
Kirkman — the former is based in the heart of the UK, 
the latter in the US — the working relationship between 
artist and writer could not be closer, and they must 
Surely be recognized as one of the foremost creative 
partnerships working in comic books today. 

As Kirkman explained to TWDM last issue, the creation of 
The Walking Dead's characters, both old and new, is very much a 
collaborative process between the two. Sometimes Kirkman has a 
very clear picture for a character, which Adlard must then translate 
into an illustration, but more often than not, the writer trusts the 
artist to use his own imagination to inform the look of the people 
who inhabit the world of the dead. Twelve years in and 150-odd 
issues later, it’s clear that this system not only works, but has also 
played a key role in The Walking Dead's ongoing success. 

Here’s what Adlard had to say about the creative process... 
























Adlard hard at 
work on another issue 
of The Walking Dead. 


Is creating characters an easy process for you? 
It’s fairly easy. The trick with The Walking Dead 
is not trying to create outlandish characters. 
You want to ground everything in a certain 
reality, because the comic Is based In reality 
— apart from the fact it’s the zombie 
apocalypse. So the trick is to create 
recognizable characters that don’t 
have costumes, don’t have peculiar 
hair and so on... | try to create 
interesting people using the 
template of ordinariness. 


Adlard 
notes that the more 
‘outlandish’ 
characters, such as 
Ezekiel, Michonne, 
Negan, and the 
Governor, are actually 
easier to draw: 
because they are so 
unusual, readers tend 
to recognize them no 
matter how they are 
depicted in the art. 


Take us through the 
process of creating a 
new character. 

I’m embarrassed to say 
about 90 per cent of 
the characters are 
created on the page. 
Certain characters 
have become 
prominent more by 
default than pre- 
destiny, and those 
are the frustrating 
ones, because 
they suddenly 

pop to the fore 
and you think, 

‘| wish l’d spent 

a bit more time 

on creating that 





“| TRY TO CREATE 
INTERESTING PEOPLE 


USING THE TEMPLATE OF 
ORDINARINESS.’ 


— had a bit more work on them since they are, 
arguably, of a small band that are ‘outrageous.’ 


Does Robert Kirkman warn you in advance that 
these will be important characters? 


one.’ Certain Yes. With those four that | just mentioned, Robert 
characters — would have said something along the lines of, “He/ 
like Ezekiel, she Is going to be in this book as a major player.” 


Michonne, the 
Governor, Negan 


But even if he doesn’t mention it, sometimes 
you get the impression... When Ezekiel popped 
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was a lot more helpful than anything 
else. | think he said he wears a 
black leather jacket, things like that, 
which has become fairly iconic to that 
character. Robert tends to put in the main 
character tropes. He’s good at giving me 
something other than a caricature to draw. 


up, | just thought, ‘Well, he’s the leader of this 
community, therefore he’s going to be in this 
book for a considerable time.’ Then | spend 

a bit longer, do a few character sketches, go 
backwards and forwards — but it’s never much. 


“ONE OF THE MOST 

HELPFUL THINGS 

ANY WRITER CAN 

DO IS DESCRIBE A 

CHARACTER LOOKING 

LIAL A FAMOUS PERSON. : 
puisiilinenn- | 


Are there any characters you have struggled to 
get right? 
Plenty! Funnily enough, I’ve never struggled 
with the more outlandish characters. The easier 
and more fun ones to draw are the Governor, 
Michonne, and Ezekiel. Because they have such 
distinctive looks, you’re not so concerned about 


getting the facial aspects right; you know people 


: a Sos = 


We understand that Robert will often send you a 
sketch if he has something specific in mind. 
Well, Robert’s sketches leave a lot to be 
desired! [Laughs] No, he’s quite helpful. 
Actually, one of the most helpful things 
any writer can do, not just Robert, is to 
describe the character looking like a 
famous person, whether it’s a TV star, a 
pop star or whatever. It gives you that 
instant, ‘Ah, I’ve got the face now.’ 
Then you can run with that look and do 
your version of them. 

I’m sure every writer has an idea 
of what their character looks like in 
their head derived from something 
they’ve seen, whether it’s from 
TV, film, friends, relatives, and so 
on. Just saying something like 





(i “PVE NEVER 
STRUGGLED 
WITH THE MORE 


OUTLANDISH 


are going to recognize them instantly, and 
they tend to wear roughly the same clothes. 
However, I’m very aware of not giving 
the characters costumes. | don’t like to 
see Michonne constantly wearing exactly 
the same gear that she might have worn 
a week ago, because you wouldn't do that 


CHARACTERS. 
that can be a lot more helpful in real life. Even more so now we've done 
than lines and lines of dialogue Th EY ARE THE the two-year leap, where the characters 
and description. FAS| ER AND MORE aren’t out in the wilderness all the time and have 
th t of clothes. 
So you prefer as little description FUN ONES a sands * arent but | was quite 


as possible? TO DRAW.” glad when we killed Glenn, because | always 
There are certain essentials... | can’t oe —.. _, struggled with him. The problem was when he 


remember, for instance, exactly how we : and Maggie went to get their hair cut in the prison, 
designed Negan, but | remember Robert saying something like 
he’s thickset... | don’t think he even said he’s got short black 
hair, but he did describe him as a certain personality, which 
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| was drawing them and thinking, ‘Christ, 
they look exactly the same now!’ Especially 
as they were [both] in prison clothes as 
well. The only advantage we had was Glenn 
tended to wear a baseball cap, but again, 

| was aware that in reality he wouldn’t 
constantly have worn it. So when he died, 

| thought, ‘At least I’ve only gotta draw one 
of them now!’ 


When there isn’t a character description, 
how do you go about creating them? 
They pretty much come from my imagination. 
A good example is this script I’m working 
on at the moment, for issue 153; there’s 
a character that’s in it for a few pages and 
Robert’s noted, “His name’s this. Just choose 
a character that you’ve casually drawn in a 
crowd scene.” If you’ve got a crowd scene, 
you're just randomly thinking up faces and 
looks. So what | will do for that character — 
if he becomes a major character it will be 
the bane of my life — I’Ill go back and look at 
the last crowd scene | drew and pick a face 
from there. 

l’ve got a couple of really good reference 


books l’ve picked up over the years — photography books of 


EXPLORING 
THE PRISON 


“IF TM SATIN A 
COFFEE SHOP 
| PEOPLE-WATCH 
AND TRY TO 
REMEMBER FACES, 
MOVEMENTS AND 


50 ON. | THINK MOST 


ARTISTS DO THAT.” 


people, which are just faces, quite unique faces as well, and 


that gives me a load of inspiration if |’m really struggling. And, 
I’ve got good ol’ Google image search, which is pretty much 


your essential tool nowadays. 


How observant do you think you have to be as an artist? 

Oh, very observant. |’m constantly looking and just clocking things 
in my mind... Whether it stays in my mind Is something else. But 
if I’m sat in town in a coffee shop, | will people-watch and try to 
remember faces, movements and so on. | think most artists do 
that. But | don’t sit there and sketch people — | always get a bit 
self-conscious about that; people think you’re a bit weird. 
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The comic has been running so long now, 
characters change and grow old. Are there tricks 
you use to keep a character recognizable? 

| didn’t really do anything up until the time- 
jump, because roughly the period covered 
before that jump was a year and half, two years, 
so the adults won’t change much. Without 
access to razor blades and things like that, 

they might grow beards — | was conscious of 
that, hair growing and so on. 

But | was most conscious about the 
children. Carl | was trying to portray slightly 
older as the comic went on. It’s tricky; as we all 
know, kids, especially at Carl’s age — he starts 


off about seven or eight — are gonna change considerably. I’ve got a 


10 and 14-year-old — | know! And 
the younger they are, the more 
radical the change Is. 

After the jump, with the 
adults, even in two years they’re 
not gonna change much — the 
look might change, as we 
portrayed — but the kids again 
were the ones that would radically 
change. Carl, by that time, had 
adult proportions. He had a young 
face, but now was 13 or 14 —so 





that’s getting to 

be adult size. That 
was probably the most 
significant change that | had 
to do to any of the characters in the 
whole of The Walking Dead. |'ve always 
said, children are the hardest to draw, 
because you add one little line and 
you've aged them two or three years. 
The trick is almost to take out stuff 
more than add it. 


“CHILDREN ARE 
HARD TO DRAW, 
BECAUSE YOU ADD 
ONE LITTLE LINE 
AND YOU'VE AGED 
THEM TWO OR 
THREE YEARS.” 
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With so many characters 
portrayed over 150 issues, 

do you have anything you use 
as reference to keep them all 
individual and make sure you 
know who everyone is? 

It’s just a case of referring back 
to previous issues. | have a table 
by my drawing board with all the 
trades piled up. | do tend to refer 
back to earlier drawings of the 
characters, just so | can hopefully 
find a consistent through-line 
rather than just a previous issue. 
But someone like Rick, the big 


main characters, | hardly refer back to anymore because I’ve drawn 


them for so long it’s almost second nature now. 


The characters we haven’t really spoken about are the walkers, who 
have been decaying for several years now. How do you address that? 
That’s a bit of a challenge. I’m very conscious of the 


fact that the majority of the walkers are slowly 
decaying. | mean there’ll always be new ones as 


well, but I’m very aware that there are less new x 


ones. It’s hard to do that day-to-day, but over 

a time period | like to think that there seem to 
be more bald zombies nowadays, more really 
emaciated zombies, than there were 
perhaps 10 years ago. 


What do you use for inspiration 
for the walkers? 

| just make them up as 
| go along. Of this great 


OPPOSITE PAGE, TOP: 
This will be hard for 
Glenn fans to hear, but 
Adlard was happy when 
the character was killed 
because he was the 
character he most 
struggled to draw. |1!s 
PAGE, ABOVE & TOP: 
Children change so much 
in their formative years it 
can be hard to ensure 
they still look like their 
younger selves. | t |: 
The walkers have been 
steadily decaying over the 
series’ run — and the hair 
is the first thing to go! 
BELOW: Adlard never 
needs to remind himself 
of what the main 
characters look like, such 
as Rick. But then he has 
been drawing them for a 
very long time. 


















reality-based franchise that we are in control 
of, that is the pure fantasy element and one 
you can have fun with. I’m not nipping down 
the local morgue every other weekend to get 
my inspiration. [Laughs] |’ve rarely looked at 
wounds or anything like that; zombies are the 
fun element. 

The beauty of zombies Is you can draw them 
Slightly badly and just say, “Ah, yeah, it’s because 
he’s broken his arm in a slightly weird place.” 
You can get away with a /ot with zombies! 


Are there any attributes you feel a comic book 
artist needs? 
The ability to tell a story is essential. | know 
that sounds really obvious, but at conventions 
people come up to me and show me their work, 
and so many just have single images. | just 
think, ‘Why are you showing me single images, 
if you want to draw comics?’ The first thing 
you need to do is show that you can tell a story. 
You might be the best artist in the world, 
“\) you might be the Vincent van 
Gogh of comic books, but you’re 
not gonna get very far if your 
Storytelling is rubbish. e 
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Safety’ ie Beth the watchword of Ie - 
and you will be glad to Row you're in safe h . 
with our ‘Regulars’ section. We take a look at 
Alexandria in our ‘Anatomy Of A Story’ feature, 
while ‘Choice Cuts’ sO out the best moments 
or Paul ‘Jesus’ Monroe cle 
who has just been 1 ed in the TV show 
Elsewhere, Robin Lord Taylor answers our triv! 
quiz, and we have an ex 
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Our letters ludin g ‘Fan = -_ 
ff =e 
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82 The Walking Dead: All Out War game ‘Clash Of The Titans,’ ‘The Secret 
86 AMC’s The Walking Dead drinks receptacles, Diary | Walker,’ and a Q&A 
No Man’s Land mobile game, and other merch with actor Robin Lord Taylor. 
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To mirror current 
events In the IV 
series, this issue’s 
Anatomy of a 

| Story takes a look 
at the volume 
that follows the 
walker Invasion 
of Alexandria — 
Volume 15: We 
Find Ourselves. 
It’s a less action- 
packed storyline, 
instead focusing 
much more on 
an introspective 
Rick and his 
development into 


OURSELVES __ 





much the opposite. Carl Grimes’ TV 
incarnation has long since deviated 
from the comic for practical reasons 
— actor Chandler Riggs has grown up 
over six years of filming — and baby 
Judith is but a sad memory, having 
died in her mother’s arms at the 
prison, some 30 issues previously. 

As such, the comic’s storyline cannot 
be fully replicated in the TV series; 
for instance, in this storyline, Rick’s 
romantic life is about to have a major 
development that would be impossible 
to replicate in the show. 

The season six mid-season 
cliffhanger ended with Rick and a 
group, including Jessie and Ron 
Anderson, attempting to escape from 
a walker-besieged house by covering 
themselves in gore to fool the undead. 
This happened toward the end of 
volume 14, but the comic continues 

to a drastic 


a bona fide leader, from his relationship Alexandria has become “tuement 


with his son to the future of Alexandria. 


after the 


WORDS: Stuart Barr a fractured community poly Snare 


Finish’ cut to 


desperately in need of _ itscreaits. a 


terrified Ron 


the previous Alexandria Safe-Zone storyline, which focused ho De ad a q lead e rsh | D : cried out, 


Yer 15 of The Walking Dead marks the transition from 


on Rick’s group being recruited and assimilated into the alerting the 
| Survivor community, to the introduction of the Saviors, which walkers, and was dragged into the herd. Jessie would not let go of 
comes into full effect in volume 16’s ‘A Larger World.’ At the end her son or of Carl, threatening to drag Rick’s son into the feeding 
of volume 14 (‘No Way Out’ — interestingly also the title of season frenzy too. To save his boy, Rick hacked off Jessie’s arm with his 
SIX’s mid-season premiere episode), a walker herd had broken trusty axe, thus dooming the Andersons to a horrible fate. The 


through the walls of the Alexandria settlement causing widespread 
carnage, which you will recognize as the storyline that has just 
| been dramatized in season six. The TV series will almost certainly 
include elements of the ‘We Find Ourselves’ plot, so examining 
this volume gives us a few hints about how the second half of the 
| season may play out. 

There are some important differences between the two to note. 
In the comic, Andrea is alive and well while Morgan Jones is very 



























pressure of the monsters 
all around him. Carl being 
shot was perhaps the big 
shocker, especially as 
Robert Kirkman noted last 
issue: “It’s not necessarily 
the logistics of the CGI 
that dictates what the 
story focus is or what we 
lose, but having a main 
character who has lost a 
hand or an eye would 
lead to a lot of problems.” 
Well, surprise! 
Anyway, back 
| to the comic. 
Volume 15 
begins with the 
clean up of the 


















Survivors then rallied and fought 
off the walker incursion. However, 
in the chaos, Carl was hit by a 
stray bullet that took off a chunk 
of his face and caused him to 
lose his right eye. 

As this issue went to press, 
the mid-season premiere was 
about to air, so we don’t know if 
events followed the comic book 
exactly, but the details that we 
do know suggest that many of 
the twists in this tale will see the light of day in the show. Jessie, 
Ron, and Sam (a character unique to the show) look somewhat 
doomed, with the frightened Sam beginning to crack under the 
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aftermath of the Alexandria invasion. Abraham Ford finds and 
dispatches the now zombified Jessie (with the hand Rick hacked 
off still attached by rotting sinew). Rick is in the infirmary with 
a comatose Carl. Guilt-ridden, Rick describes what happened 

to Jessie and Ron while a horrified Denise Cloyd listens on. It 

is not clear if Rick is really aware of Denise’s presence in the 
room. She is clearly shaken by what she hears, something that 
explains her inaction later in the volume. 

A series of character vignettes give an overview of key 
relationships in the community. Spencer Monroe is still pursuing 
Andrea, but it is clear she has no interest in him any more. Maggie 
and Glenn seem happy, but she confesses that being content 
makes her feel bad. Glenn ascribes this to ‘survivor guilt.’ Abraham 
and Rosita have hit the rocks; Abraham has been cheating on her 
with Alexandria native Holly, and Rosita reveals she knows about 
the affair before moving in with a stunned Eugene. Abraham’s later 
attempts to apologize are ham-fisted and patronizing, enraging 
Rosita even further. 

These short scenes paint a picture of a fractured community 


| desperately in need of hope and leadership. Rick holds a 
! community meeting, admitting he has been approaching the 


concept of survival all wrong. He recognizes that real safety is in 
numbers and wants to build something in Alexandria — 
























IN A NUTSHELL 


a self-sustaining settlement. This realization also 
features in the TV series and will inform much of 
the rest of season Six. 

Later, when Andrea checks on Rick and Carl, 
Rick reveals his fear that his son will die. As if 
on cue, Carl shows signs of life without regaining 
consciousness just yet. Denise sees it as a positive 
sign, but tries to manage Rick’s expectations 
about Carl’s recovery prospects. Rick is a worried 
parent facing the death of his child... again! He 
may be the leader, he may be making wide-ranging 
plans on behalf of the community, but in this 
Situation, he is utterly powerless. 

Denise insists that Rick goes home to rest. 
Reluctantly walking home, Rick comes across 
Michonne kneeling by Morgan Jones’s grave. She 
tells him she wasn’t kind to Morgan, but that he 
had made her try to be better. Comparing her 
dysfunctional relationship to Rick and Jessie’s, 
Michonne asks, “What is wrong with us?” She 
may be well-meaning and even truthful, but Rick 
doesn’t need to hear this right now. In contrast, his 
deepening friendship with Andrea is more positive. 
She reinforces his best qualities and her advice is 
nearly always good. 

There is trouble brewing elsewhere, however. 
Nicholas, a discontented Alexandrian, is sowing 
dissent among the community’s established 
residents. His position gains traction when It’s 
revealed food supplies are running low, even with 
a suddenly depleted population. With winter just 
beginning, rationing will be a necessity unless 
Supplies are replenished soon. With scavenging 
nearby leading to gradually diminishing returns, it’s 
clear that the search radius must be extended. But 
that in turn leads to its own problems: the danger 
level increases exponentially as the group forages 
farther afield, away from the safety of Alexandria. 

On the plus side, Rick is urgently summoned to 
the infirmary, where he finds Carl is waking up. Tense 


ANATOMY OF A STORY 


NO, I MEAN-- 
TAKING ORDERS 
FROM THESE 
ASSHOLES, I 
THINK THINGS 
WERE JUST FINE 











moments pass as 
Rick waits for Carl 
to speak, worried 






EFORE THE WHO TAED : 
SEROWED 4, AND LEFT his son may 
wr, epi have permanent 





CHARGE? 
: brain damage. 


Carl’s first word 
is simply, “Dad.” 
Good news. 
His next are, 
“Where’s mom?” 
Not so good. 
Rick is 
devastated. Carl 
seems to be 
recovering, but 
his memory gaps 
mean his father faces the prospect of having to 
“break his heart” continually if his memory cannot 
retain the information that Lori has died. The next 
day, he takes decisive action on this dilemma and 
tells Carl his mother is dead. The boy’s reaction 
is unexpected — he Is not cold exactly, but neither 
is he distressed. Rick explains that Lori died with 
his infant sister, Judith, but Carl cannot remember 
either. Rick asks him, “Are you sad?” and he 
replies in the negative; he cannot remember his 
mother’s death, but she does not feel present 
to him. So, Carl cannot remember the specific 
events, but he has an awareness that his mother is 
gone. Is this really a memory loss issue? Perhaps 


1 





Rick puts an end to the 
Alexandrian rebellion, but 
perhaps surprisingly doesn't 
kill ringleader Nicholas. 
Prison-era Rick would have 
Killed him on the spot. 


he is suppressing traumatic memories while still in recovery. 
Carl also remembers Ron and Jessie were attacked and died, but 
again, he doesn’t remember specific details. 

Rick’s role as a loving parent is tempered by his position as 
the de facto leader of the community following previous leader 
Douglas Monroe’s death in the walker herd invasion. As such, Rick 
organizes a party to venture beyond the walls to scout for supplies. 
Denise thinks he Is using this as a way to avoid talking to Carl. Is 
he afraid that he will have to explain Lori’s death to him over and 
| over again, or that Carl will suddenly remember the details of Ron 
and Jessie’s deaths? 

During the patrol (which, as anticipated, recovers almost 
nothing), Rick finds a quiet spot and weeps under the weight of 
recent events. Andrea finds him and he reveals his real fear about 
| Carl: “What good is keeping him alive... if I’ve lost my little boy?” 
Is this an extreme form of empty nest syndrome? 





IT NEEDS TO BE TODAY, 
JUST IN CASE THIS TRIP 
YVELDS NOTHING. I 
DOMW'T WANT TO PUSH 
THINGS OFF. I WANT 
TO KNOW FF WE NEED 
TO FEEP sEARCHNG 
FLRTHER 
AWAY. 










AND I'M 
GONG BECALISE : 
CARL'S SLEEPING, \ 
AND I CAN'T... 
AND HE'S NOT...HE’S Vj 
FORGOTTEN THINGS, 
ABRAHAM. LOTS OF 
THINGS... AND I 
CAN'T DEAL WITH IT 
RIGHT NOW. 
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Back at Alexandria, Nicholas continues his insurrection against 
Rick. Olivia doesn’t “necessarily” agree that they will be safer 
without the newcomers, but she also doesn’t actively try to stop 
Nicholas. Rick’s confession about Ron and Jessie Is no doubt the 
reason for her reluctance. 

Nicholas announces he wants Rick dead and, naturally, this is 
precisely when Glenn stumbles onto the scene. He tries to back 
away from a confrontation, but Nicholas is too far gone. Glenn 
escapes, running to warn Maggie to take Sophia to safety. Nicholas 
follows him, gunning for blood, but is stopped by Heath. As 
Nicholas Is raving about taking Alexandria back, he fails to notice 
Rick’s return. 

Rick quickly puts an end to the rebellion, but perhaps 
Surprisingly doesn’t kill Nicholas, instead telling him that he is 
needed to make Alexandria safe again. Prison-era Rick would have 
killed him on the spot, but he now has new priorities. 


20 OUR 
OPTIONS 


WE 
KILL RICK 
BEFORE 
HE KILLS 

L/S. 
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CARL, IF ANYTHING WERE 
TO HAPPEN TO YOU, IF 
I LOST YOuU--I'D BE 
DEVASTATED AND 
THAT HAS NOTHING 
\ TO DO WITH HOW 
s STRONG IT AM 


" NO, IT’S... 


THAT'S NOT 
HOW THINGS 
WORK AND... / 





When Carl is well enough to return home, Rick must once again take on his role as a parent. 


R ick rea | IZeS Carl asks his father whether he would have been sad if he had died. Rick is aghast. Carl says 
he knows Rick loves him, but that he is also so strong. This almost exactly mirrors Rick’s fears 
that h IS q efa U It about his son. Both are afraid that the other’s strength makes them psychologically resistant to 
: emotion. Carl tells his father he is remembering more about Lori and is beginning to feel sad, 
red ction whe N and that he has been afraid that this is a weakness. This moment marks an emotional change in 
h : : Carl, which will come out much more in the volumes to follow; he is no longer Rick’s little boy. 
IS STOUu D IS Later, after Carl is asleep, Rick and Andrea talk and Rick reveals he wanted to kill 


in reatened IS tO Nicholas. He recognizes that this had become his default reaction when his group is 
threatened and it has left him feeling emotionally dead. Andrea disagrees that he is a lost 


| cause and the volume ends with them falling into an embrace. 
Kill, and It Nas As the title of this volume su a ivi 
geests, Rick has come to realize that living only in the moment, 
left h (mM feel | ng focusing only on survival, has made them vulnerable. He has been neglecting longer-term 


; Survival strategies to the detriment of everyone around him. The ever-present threat of mortality 
eC motiona | ly q ead : makes it difficult to find rational solutions. Rick now truly believes that ‘the group’ is the best 
: _—— : protection. This notion is reinforced throughout the volume and 
rd 0 \> 377) is crucial to the coming Saviors storyline. Faced with a threat like 
XA ss Negan, it would be easy to take flight. Rick needs a reason to stay 
and fight, to risk his family, his friends, and his community for an 
ideal. Alexandria is that ideal. e 
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With his introduction into the TV series, 7WOM thought it was time to look at the DY AV) pees | 
character of Paul Monroe, aka Jesus, in our character spotlight section. AA OY sa D sec ! 
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In a nutshell, he’s as badass as they come. WORDS: Dan Auty ML, AW oS 
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WORST/BEST MOMENT 


Fact is, Jesus is braver and smarter than 
most of his enemies. This doesn’t mean 
that he doesn’t ever get captured — and 
this being The Walking Dead, he’|| 
probably end up dead sooner or later. 
But he keeps fighting, and always looks 
for the way out of a tight spot. 

In issue 104, Jesus has been 
dispatched by Rick to trail Dwight 
back to Negan’s base to find out its 


rs 





* TTHeK 
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BNTRODLCeE 

you! To 
EZEKIEL. 


location, and how 
big his army is. He 
is spotted and finds 
himself outnumbered 
by a group of Saviors, 
but despite the odds, 
g¢ he nearly overcomes 
22% his enemies with 
~ a flurry of feet and 
hands. Being captured, tied up, 
and bundled into the back of a jeep 
is no real obstacle either; within a 
few pages, Jesus Is free of his ties 
and has rolled off the back of the 
vehicle unnoticed. But not 
before he’s discovered exactly 
where Negan’s headquarters 
are, information of vital 
importance to Rick for the 


OH, I THINK 
upcoming war. I FORGOT TO 
MENTION... 
EZEKIEL 
HAS A 


TIGER. : 





KILLER LINE 


While Jesus remains an enigmatic figure, there is 
no doubt that he inspires the friendship, trust, and 
loyalty of many of the people whom he encounters. 
©] at=Mo)am aalsmanlessiaulanlele)ar-lalmlaiacerelllevs(e)sism al-Waal-Lccss 
for Rick and his group is to Ezekiel. The Kingdom 
is part of what Jesus describes as “the network” 
of allies and associated groups, and Jesus has 
made sure that Hilltop has forged close links with 
Ezekiel’s group of armored, sword-wielding ‘knights.’ 
As eccentric as King Ezekiel is, he is clearly close to 
Jesus, allowing him to ride freely into his lands and 
greeting him with a warm welcome: “It pleases me 
to see you, old friend.” 

One of our favorite lines in the whole of The 
Walking Dead series also happens at this point, 
as Jesus explains to a shocked Rick: “Oh, | think 
| forgot to mention... Ezekiel has a tiger.” The look 
on Rick’s face at the sight of Shiva is priceless and 
we can’t help but think Jesus delayed giving him 
that particular piece of information just to see Rick’s 
jaw drop, the cheeky chap. It seems we’re not the 
only ones who love this moment and line either, as it 
made it onto its own Skybound T-shirt. 


THE WALKING DEAD 77 

































Jesus is one of the most distinctive characters 
in the series. Pre time-jump (issue 126), 
Jesus is a mix of rock dude and hobo, with 
his long hair, fuzzy beard, and trademark 

long coat, snood, and beanie combo. The 
beard and hair are almost certainly where 

his nickname came from — he doesn’t appear 
overly religious, for instance. 

Post time-jump, Jesus is still rocking the 
beard and long hair, but is now styled more like 
an ancient samurai, with a top knot reminiscent 
of the warrior race. It’s a look reinforced by his 
new body armor and sword. All he needs now is 
one of those cool-looking helmets... 





The loyalty that Jesus has to those he believes in is shown to its 
full extent in issue 116. Rick has led a large group from the three 
communities — Alexandria, Hilltop, and the Kingdom — to the gates 
of the Saviors’ compound, to tell Negan that they will no longer 
“negotiate” with him, or provide him with a regular share of their 
supplies. Negan brings Gregory out, who announces that Hilltop 
will remain with the Saviors, and unless the Hilltop residents 
among the group immediately head home, they and their families 
will be cast out into the wilderness. Rick understands Jesus’s 
position — he has been a member of the Hilltop for a long time. 
“l’ll understand,” he tells him. Jesus’s response, however, is a 
classic mix of defiance and loyalty, mixed with a melancholy at his 
loner status: “All | have at the Hilltop are a bunch of books.” 




















RELATIONSHIPS 


So Jesus may not be the first openly 

gay character to appear in The Walking 
Dead, but he’s the coolest, in our 
humble opinion. His sexuality is dealt 
with matter of factly, as it is with every 
other character. Creator Robert Kirkman 
once wrote: “In my opinion, there should 
be more awesome gay people in fiction 
because there are plenty of awesome 
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gay people in real life. | want Jesus to 

be a character where his sexuality is as 
unimportant as Rick or other heterosexual 
characters. So we won’t focus on it 
constantly and it won’t be the focus of any 
big storylines for him... but he’ll make out 
with a dude every now and then... before 
going out and drop-kicking zombies. He’s 
one of my current favorite characters.” 


I DON'T KNOW 
WHAT YOLRE / rs 47 ~ 
PONG Le x 


FLAWED HERO 


In case it is starting to sound like Jesus Is 
some kind of all-knowing, kung fu-kicking 


saint, he is definitely not without his flaws. 


He makes a potentially crucial mistake 
in issue 109, which comes as a direct 
result of his trusting nature. Rick asks 
him to go around the different 
(oxo)anlaalelavadicssir-]alemmex-mnaal=1] qnsib)0) o\e)ammie)s 
a combined assault on Negan. 

One of those he speaks to is his Hilltop 
neighbor, Kal. He asks Kal to estimate 
how many men Hilltop can provide for the 
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attack, without leaving the community 
unprotected. However, Kal’s subsequent 
disappearance makes Jesus realize he’s 
going to Negan with the information, and 
they are about to be betrayed by someone 
he considered a friend. “How could | be so 
stupid?” he laments. 

Kal’s actions come from a place of 
fear of the consequences rather than any 
loyalty to Negan, but Jesus’s mistake Is in 
believing that everyone sees the situation 
the same way he does. 

















JESUS THE SAVIOR 
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THE WALKING DEAD: 
ALL OUT WAR 
MINIATURES GAMES 
Company: Mantic Games 
Suggested Age: tbc 
Released: October 2016; 
pre-orders available 
RRP: Starter Set $50 / £35; 
Booster Packs $20 / £12.50 


iniature figures and 

tabletop games are not 

exactly new commodities 
when it comes to merchandise 
based on The Walking Dead, 
but a combination of the two 
is something that TWDM has 
certainly not seen before. And 
yet, when you think about It, 
the two go very much hand-in- 
hand. Since as far back as the 
early 20th Century, tabletop 
games have been played using 
miniature figures, a hobby that 
| perhaps became popularized in 
the 1970s and 1980s with the 
emergence of such role-playing 
games as Dungeons & Dragons 
and Warhammer. 

Wargaming, as it is now 

| collectively called, remains a 
popular pastime to this day and 
there’s a thriving community 
of dedicated players spread all 
| over the world and a whole host 
of games to choose from. So 
- when the announcement came 
that a new wargaming 


series would ks ae 















be launched 
in late 2016 
based on 
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the comic book version of The 
Walking Dead and featuring 
scale models of all your favorite 
characters, it could not have 
been more warmly received. 
Indeed, the news of the 
launch was met with 
all-round applause 
and lip-smacking, as 
wargamers Salivated at 
the prospect of playing their 
own zombie survival stories. 
Mantic Games, a company 
based in Nottingham, England, 
known for its DreadBall and 
Kings Of War series, has been 
charged with bringing Rick, Carl, 
Michonne, and the rest of the 
gang to the wargaming arena. 
But how did the new game, 
called A// Out War, come about? 
“We’re not a board game 
company, we’re very much a 
miniatures game company,” 
explains Mantic’s Ronnie 
Renton. “We felt The 


aah C li ifeld.” 


Walking Dead was a perfect fit 
for wargaming. However, even 
though | had read all the comics, 
it wasn’t until my son said to me, 
‘Dad, | know you’re looking for 
licenses. Don’t you want to do 
one on The Walking Dead?’ that 
it clicked. It was one of those 
light-bulb moments where | just 
went, ‘Oh yeah, of course!’ It 
was amazing that | hadn’t joined 
those dots up before. When we 


got the OK from Skybound, it 
took us a little while to work out 
the logistics of how to bring the 
best out of the comics in the 
game, but once we’d done that it 
all came together rather quickly.” 

As TWDM was going to 
press, Mantic was launching a 
Kickstarter campaign, with a 
retail launch date planned for 
October this year. Additional 
figures will then be added to the 
range via booster packs every 
two to three months. Mantic 
is planning to turn up to 120 
unique characters from the 
comic book into figures over the 
next few years. 

And what wonderful sculpts 
they are too — as you can see 
from these images. These 
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plastic figures come unpainted, 
so any hobbyists with a love for 
painting can produce their own 
unique takes on the characters. 
(Fear not if you aren’t the 
Michelangelo of miniature 
painting: Mantic’s own in-house 
artists will be posting regular 
videos offering hints and tips 
on how best to paint each 
figure.) Or you can leave them 
uncoated. It’s entirely up to you. 
And that’s the beauty of 
wargaming — everything from 
how you paint your characters 
through to how you play the 
game can be decided by the 
players. Yes, there are rules (all 
games need some rules), but 
this is not the kind of game 
where you are constrained 
by dice rolls and a series of 
squares on a board. This game 
can even be played without a 
board, although Mantic will be 
providing a 20x20-inch play area 
with its starter set. Maybe you’re 
the cautious, strategic kind of 
player, who assesses threats and 
then reacts. Or perhaps you’re 


more attacking, thinking the best 


defense is a good offense. Just 
be warned, aggressive play can 
lead to disaster. 

So how exactly do you play A// 
Out War? The first thing to note 
is that this is a one versus one 
turn-based game, often called 
a ‘skirmish’ game by players. 
The object is to collect more 








resources than your opponent, 
with loot caches scattered 
randomly across the play area. 
However, resources are scarce 
and there aren’t enough to go 
around, so realistically the only 
way to win the game Is to kill 
your opponent’s ‘survivor group’ 
and steal their gear (and the all- 
important resource points). 

The initial starter set comes 
with figures for Rick and Carl 


Grimes and four scavengers (plus 


10-12 walkers), which each 
player will choose from to form 
their group; but, as noted above, 
more characters will be added 
to the range over time. Each 





character has different 
skills to match their 
characteristics in the 
comic — Rick is a good 
all-rounder, Michonne is 
better at close-quarter 


resources can also be 
gathered to improve 
their performance. 
Obstacles are 


randomly scattered 
throughout the play 
area — a good place 
to search for loot — 
but be careful, because 

do you know what else 

is out there? Yep, you 

guessed it: walkers. 

In a traditional 
wargame, the middle 
of the play area Is 

complicated with 
terrain, but as Renton 
notes: “In our game, 
the terrain is a walking 
killing machine. You can 
choose to make your characters 
sneak or run. You can’t go as 
far when sneaking but it doesn’t 
attract walkers. If you run, the 
closest walker at the end of your 
go will turn towards you. 

“In the basic game, one-on- 
one, Rick, for instance, would 
probably kill a walker. When 
there are two, it gets harder. And 
when there are three, they’re 
going to eat you. We have a 
threat tracker that measures the 
level of zombies coming into 
the area and if you max out your 
threat, you will be overwhelmed, 
which means game over. So you 
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combat, and so on — and 





have to be careful how many 
walkers you draw towards you.” 

Combat is completed using 
specially created dice, but do 
note: you’d be foolish to enter 
into a fight without weapons. 
Shooting one of your opponent’s 
players is the best way to kill 
them, and steal their loot, but 
then again, guns do make quite 
a bit of noise. The loot itself 
can even turn against you, with 
lurkers an ever-present threat, 
waiting to pounce from behind 
some resource cards. 

As you can see, even the most 
basic game of A// Out War can 
turn into a strategic battle, with 
wins and losses usually the result 
of good and/or poor decisions. 
Well thought out plans of attack 
can quickly fall apart following 
an unexpected walker attack, and 
wily opponents can even use the 
walkers to do their dirty work for 
them. With new figures, character 
cards, resource cards, and 
potentially new maps (Woodbury 
or the prison, anyone?) and 3D 
terrains touted for release, no 
game should ever play the same, 
keeping the game's challenges 
(and fun) alive. 

But more than anything, A// 
Out War looks like it will be a | 
successful blend of The Walking | 
Dead's characters and story with | 
a unique gaming experience, 
one which the players can 
adapt to create their own 
post-apocalyptic scenarios. 

“| think we’ve really 
understood what The Walking 
Dead is all about,” concludes 
Renton, who is clearly 
passionate about Mantic’s new 
acquisition. “We've added ina 
lot of detail and made It very 
tactile. What you see, is what’s 
happening in the game - it’s 
almost cinematic. It does 
feel very synergetic with the 
license, but then we’ve put our 
own spin on it.” 

Toby Weidmann 


www.manticgames.com 
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After the success of Its first AMC’s 
Malem elidice Ueclomsievmaar-leialiatce 
Aristocrat Is launching a sequel... 


PREVIEW 

AMC’S THE WALKING DEAD 

SLOT MACHINE 2 

Company: Aristocrat 

Ages: 18+ 

Release Date: May 2016, in casinos across North America 


| Wire out, slot machine lovers — the Governor Is heading to 
| the casino floor! And he’s not alone. Michonne, Merle 
| Dixon, and all your favorite characters from AMC’s The 
: Walking Dead will star in Aristocrat’s sequel game to Its 
| 











incredibly popular slot machine based on the | cense. 
Released over two years ago, the first The Walking 
Dead slot machine proved to be a huge hit with casino 
goers, with its heady mix of original graphics, ace video 
clips from the first season of the series, and, aaturally, 
big jackpots. The second The Walking Dead machine is 
based on the third season of the show, so you know what that 
means: we’re heading to Woodbury and the Prison. 
“The first machine did phenomenally well,”’ says Ted 
Hase, senior vice president of Innovation Studio 54, one 
of Aristocrat’s games development arms, which created the 
(o)aredyar-]mant-(evallatcwr-lale im ay-ssmuel-(>1 0M al-]¢@mr-]mn\(0)¢.@1 OU InN|atomaal-ms-\e[0()] 
together. “We were surprised by the longevity of the game. 
In our business, a high jackpot, high revenue slot machine 
based on a license will usually last on the casino floor six to nine 
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months. Twelve to 18 months, if you’re really lucky. l’m pleased to say, 


as of January 2016, we’re entering our third year on the casino floor. 
As such, It’s a great time to release the second one.” 

As with the first machine, the TV show’s effects teams were 
Signed up to produce specially created walkers and CG animations 
to bring the whole experience to life. “We went back to the same 
team because we wanted to maintain honesty with The Walking Dead 
franchise,” notes Hase. “We didn’t want to hire an external effects 
company that had no relationship with the show. So Greg Nicotero’s 
KNB EFX team created our zombies, and Stargate Studios did all the 
environments and effects you see in the game.” 

The result is a slot machine that brilliantly integrates the casino 
experience with the meaty elements that make the TV series so 
popular: compelling characters, a rich narrative arc, and plenty 
| of gore. Hase explains that playing the game should be like a 
| treasure hunt, with the story slowly revealing itself over time, and 

multiple playthroughs. “At Aristocrat, we look for content with a 
very strong narrative spine,” he says, “because we really feel that’s 
[me fundamental basis of all entertainment content. Film has its 
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mechanisms for telling a story, and so do we... It’s important that 
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the player knows what the treasure is, they know its value, and they! 
know It’s attainable. But it’s also important to show the player that in 
every play session they have there’s a huge amount of potential that 
hides beneath the story.” 

He adds that it’s tricky to get the balance between exciting 
gameplay and compelling narrative right. It would have been 
inconceivable to leave the survival-at-any-cost factor of the show 
out of the game entirely. 

“The fans want a good game, but they also want a good The 
Walking Dead experience,” says Hase. “We discovered that if a 
player was winning money, they don’t mind a little bit of blood. 
And survival is one emotion that any slot machine player can 
associate with, because when a player sits down in front of a 
machine what they’re really trying to do is survive until they can 
get themselves into a position to win.” 

If the Governor, Merle, and Michonne are involved, you can 
bet that this new The Walking Dead slot machine certainly won't 
disappoint on the fear front. © 


Remember: please gamble responsibly! 
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AMC’S THE WALKING DEAD DRINKING RECEPTACLES | AMC’S THE WALKING DEAD VARIOUS PRODUCTS 
Company: Just Funky Company: Underground Toys 
Released: Coming soon, 2016 | j Released: Out now 
RRP: Various RRP: Various 


nother great range of drinking nderground loys nas 
Ae glasses, and mugs are on J a whole cornucopia 
the way from Just Funky over of merchandise 
the course of 2016. based on AMC’s TV 
The first one due for release is series currently on the 
perfect for all you Glenn fans out market, with plenty 
there, with a pint glass featuring more on the way. 
the attractive features of Mr Rhee Its most recent 
on one side and the message additions to the 
‘Glenn strong’ on the other, which range are: a notebook 
is due in the spring (priced $9.99). and wristband, which 
Glenn also features with Carol, boast the message now synonymous 
Rick, and Daryl on a set of four with The Walking Dead, ‘Don’t Open 
shot glasses ($31.99), due out Dead Inside’ on them; another wristband 
in the summer. A Rick Grimes features the words, ‘Fight the dead, 

















For President Beverage Holder is also due out around the same time fear the living’; there’s a cookie Jar, 
($4.99). And rounding off the year are the Michonne Carnival Cup, featuring some of the Governor’s 
with straw; and a JSS mug, victims on the exterior; a ceramic 









hitting the shot glasses. e (perfect for chefs who like their steaks rare). © 


‘to face a very 
human threat in 
the TV series in 
the shape of the 
Wolves and the 
Saviors, so too 
will No Man’s 
Land be introducing living enemies into its game. 
The game is already 12 episodes strong, with players 
having faced such challenges as Terminus and the quarry 
to date, As the danger facing Rick and co In season six 
escalates, future episodes of the game will introduce 
more recent characters and locales, adding great 
synchronicity between the two. Combat remains the 
same — via a thrilling turn-based system — and the need 
to have the right team of survivors on your side will prove 
encounters, environments to be even more vital to success. Don’t worry if human 
and scenarios, fighting off versus hurran confrontations are not really your thing: the undead are 
the undead as they search for still very much out there and as keen to feast on your brains as ever. 
resources to build up their safe-zone. But Having racked up 10 million downloads since its launch in 
; jJUSt as Rick and the gang are beginning October 2015, and with more episodes to come, it looks like No 
Man’s Land has plenty of longevity. 
| So if you haven’t given it a go yet, 
| now’s the time to jump onboard. It is 
- free to play after all. e 


AMC’s THE WALKING DEAD: 4 
NO MAN’S LAND NEW EPISODES aaa¥e 
Company: Next Games 

Ages: 17+ 

Released: Out now 

Formats: Android devices on Google Play; 
Apple iOS devices via the App Store 


N ew episodes for No Man’s Land, the 


which has Enid’s mantra of ‘Just | cookie jar, in the shape of the RV \ wen | 
Survive somehow’ detailed on Walker from season two, replete with > 4 
the bottom of it (both $9.99). Andrea’s screwdriver through its eye (a PS 
Time to put the tea on — nice touch!); a bottle opener in the shape of a walker’s head; and 
or something stronger if you’re - a blood-splattered apron featuring the torso of a walker 





official mobile game app for AMC’s 
The Walking Dead, are on the way and 
they will be introducing a new threat toa the 
series. Up until now, players 
have been facing off against the 
walkers across multiple 
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For more, visit: 
getnomansland.com 
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THE OFFICIAL MOBILE GAME OF 


al 24 
WALKING DEAD 





Get it a 
>» Google play 


AMC 2016 http://twdnml.download 
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FREE WALKING DEAD GOODIES! BEST LETTER WINS A PRIZE! | 








elcome to our letters pages. Here’s your 
opportunity to tell us exactly what you think 
about The Walking Dead. We want you to send 


us your thoughts on anything and everything The 
Walking Dead. Perhaps you have a question you’d like 
us to answer. Or you may want to send us your photos 
or fan art. We can’t print every letter, but we'll try 

our best, and there’s a cool prize up for grabs for our 
favorite letter. Send your Wa/king Dead correspondence 
to walkingdeadmail@titanemail.com, with ‘Dead Notes’ 


in the subject line. 


Hello again, TWDM! | just 
wanted to share this drawing 
that | finally finished. | wanted 
to capture the group’s struggle 
for survival before arriving at 
the Alexandria Safe-Zone. 

| also felt the need to include 
baby Judith in it because | feel 
she’s often overlooked. 

She may not be able to fight 
walkers, but she’s just as much 
of a survivor as the rest of the 
group (in the TV show, at least) 
— avoiding walkers, escaping the 
Governor, and narrowly escaping 
Lizzie’s grasp. Who knows, 
maybe in a few years’ time she 
will be a badass just like the rest 
of her family. | hope you like It. 
Dillon Misenheimer, 
via email 
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Nice pic, Dillon! Judith could 
easily become the most badass 
character of them all: she 

will be the first child of the 
apocalypse — knowing no other 
way of life — so may well live 
up to her nickname as ‘Ii/ 
asskicker.’ Let’s just hope she 
doesn't go too far and turn into 
some kind of psychotic badass 
(a ‘madass?’ — ed.)... With a 
dad like Rick though, she will 
probably turn out OK, even 
though his moral compass does 
swing a little from time to time. 





Hi! Here’s some fan art | drew, 
and then turned into a clock. 
It was a present for a friend. 

| hope | can see my picture in 
your magazine. Thank you for 
reading my letter, and have a 
nice day. 

Edua Voros, Hungary 


Thanks, Edua. It’s a very 

cool clock. The next step 

is to hook it up to your TV, 

so every time AMC's The 
Walking Dead and Fear 

The Walking Dead are 
airing, it rings. It might 
drive you mad with all the 
repeats, but it will keep you 
updated. We hope you have 
a nice day too when you 
see your pic in the mag. 











The Walking Dead TV show, 
comic, and even the new Fear 
The Walking Dead series are all 
fantastic. | love the way each 
episode is like its own movie. 
The plot builds up throughout 
the episode with intense 
scenes, and insane cliffhangers 
that bring you back for more. 

Almost every character 
featured in this series has 
changed dramatically from the 
beginning: Carol has turned 
from one of the most timid 
characters into one of the most 
deadly ones; and Rick is now a 
borderline psychopath — it’s hard 
to remember that he was once 
a cop. 

Overall, The Walking Dead is 
phenomenal, and | cannot wait 
for more. 

Jon Travers, Webster, NY 


You're preaching to the choir 
here, Jon. It’s such a fantastic 
universe. The comic and now two 
TV shows all have differing plots 
and characters, and yet they have 
all succeeded in entertaining us 
in different ways. It’s an amazing 
creation, and we can’t wait for 
more, more, more... 
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| have been a huge fan of 
The Walking Dead for quite 
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some time now. 
| have created 
YouTube videos 
giving predictions 
and reviews on the 
TV series. If any 
Deadies want to 
check them out, 
my channel name is 
ItzzRelentless. 
| also have a 
lot of merchandise, 
including a Rick 
Grimes jacket from 
seasons four and five 
and two deluxe statues of Rick 
and Daryl. They are my favorite 
characters — | especially love 
Andrew Lincoln and how he 
contributes to the role. He’s 
done a fantastic job. 
Also, is the Walker Stalker 
Con ever coming to the 
UK? It seems that we never 
get to meet our heroes at a 
convention over here. | would 
love to see the cast come to the 
UK sometime. It would be a 
dream come true. 
Andy Clarke, Northern Ireland 


It’s taking time, but the 
conventions are on their way. 
The first British Walker Stalker 
Con happened in London in 
February this year, and the 
response was overwhelming. We 
did an interview with the guys 
behind the Con back In issue 
14, and they were amazed at 
how quickly tickets sold out 
for the event. We wouldn't be 
surprised to see them back 
very soon. Cast members do 
go to other UK conventions, 
too — we wish we could print a 
list of appearances for both US 
and UK conventions, but our 
regularity, print deadlines, and 
schedule changes just make 
this infeasible. 





The fan base Is clearly 
getting much bigger overseas — 
Fox UK reported great viewing 
figures for season Six — SO 
we expect more The Walking 
Dead conventions and star 
appearances at other horror/ 
fantasy cons in 2016. 








| was watching 
the first 
episode of 
season two 
and it looked 
to me like the 
dead people in 
the cars had not been shot in 
the head. If so, why weren’t 
they walkers? 

Also, there needs to be 
more older survivors in the 
show. | am a 5/-year-old 
woman and would love to be 
in an episode. Just one time in 
the background — | don’t need 
any lines or anything. 

| have been watching horror 
and science fiction since | was 
five. What | love about The 
Walking Dead TV show and 
comic book is that | care about 
the people. If | don’t care 
about the people and what Is 
happening to them, it’s just not 
worth watching. It really makes 
me cry when one of the good 
guys dies. 

One more thing: are Lor! 
and Judith walkers (in the 
comic book)? 

Barbara LaChance, via email 





Eagle-eyed viewing, Barbara. 
To be honest, they could have 
received a head wound other 
than a gunshot, which ts why 
they weren't walkers. Hard to 
say, as It’s unlikely that the 
show will revisit this area. 

As for appearing in the show, 
all we can really say is “Get in 
line!” Every fan of the series 
would like to make a guest 
appearance in It, including us, 
so the chances are sadly slim. 

There have been some older 
survivors in the show too: Dale, 
Hershel, Reg, Deanna... Even 














Carol is waving the flag for an 
older generation. With new 
survivor communities on the 
way — such as Hilltop — we’re 
sure we'll see additional older 
characters before too long. 

As for your final question: 
perhaps. At a guess, we'd say 
probably. Rick and Carl had to 
pretty much high-tail it out of 
the overrun prison so we don’t 
see for sure in the comic. Given 
how brutal Lori and Judith’s 
deaths were, we’re kind of 
thankful there was no grim 
reunion for Rick with a now 
zombitied wife and child. The 
question may be answered in 
the new novel series focusing 
on Lilly Caul, who killed both 
characters under orders from 
the Governor, as the books are 
set post-prison attack. 

Anyway, for your compelling 
thoughts, we will be sending 
you a little gift for being our 
‘Letter of the Ish.’ Enjoy! 





| would first like to start off 
by saying thank you so much 
for putting my zombie picture 








in your 1Oth 
issue. | was SO 
excited that 
| went to work 
on another 
one for you. 
This one Is 
based on the 
picture of 
Rick (Andrew 
Lincoln) on 
the last page 
of issue 10. 
Amazing photo, 
by the way — 
his expression 
seemed to 
be dark and 
battered, yet 
he still has the 
“I’m not giving 
up!” look, 
too. | tried to 
capture that 
look, while 
adding ina 
little bit of 
madness. | hope that you 
guys like it. 

Also, since you get in a lot 
of fan art, | was wondering 
if you ever thought of doing 
any themed art contests? 
For example, ‘The Recently 
Departed’ for those that broke 
your heart when they were 
killed off, or ‘Headshots’ for 
creative ways to hit a zombie 
over the head. | would love to 
see what people would come up 
with, since the possibilities are 
endless. Just a thought. 

Enjoy the picture and keep 
up the great work. 
Hannah Stickley, Staunton, VA 


No problemo, Hannah, and 
thanks for another great, creepy 
pic — any fans with TWDM 

issue 10 to hand can check 

out Hannah’s earlier piece. See 
If you can spot the sneakily 
hidden skulls in there! This 
new one does make them a 
little easier to find. 

Excellent idea regarding the 
art competition; we do get so 
much good stuff from you guys, 
it could be fun to bring in some 
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themes. We’re not sure if we 
should maybe shy away from 
any Daryl competitions — we 
don’t think our mailroom could 
handle it. 





Now that the first season of 
Fear The Walking Dead \s 
over, | want to call out all the 
disloyal fans. 

The season five finale of 
The Walking Dead drew 15.8 
million live viewers, compared 
to the meager 10.1 million that 
turned out for the season one 
premiere of Fear The Walking 
Dead — meaning that a third 
of us didn’t even give the 
companion series a try. 

Shame on you! 

Then, to make matters 
worse, less and less watched it 
as the weeks went on — ending 
with just 6.9 million tuning in 
to the season finale. 

| realize that The Walking 
Dead has set the bar extremely 
high and this new show might 
take some getting used to, but 
if Kirkman builds it, | think 
we should come. (Speaking of 
which, rent Air.) 

Show your support, people! 
Donald A Kalwa III, Pontiac, IL 


Our readers probably fall into 
that 6.9 million figure. It’s 
worth remembering that the 
original show's first season 
averaged 5.2 million viewers 
and that number grew steadily 
over the next two seasons, so 
the same could happen with 
Fear The Walking Dead. /t is a 
little sad to see the numbers 
dip over the season, but let’s 
see what happens with season 
two before we begin to panic. 
After all, it can take a while 
for people to get onboard with 
something new. 

Just to add, we will be 
featuring the companion show 
more in the future. And, as 
well as Air, we also recommend 
Triple 9 and The Boy, starring 
Norman Reedus and Lauren 
Cohan respectively. e 
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Frank A Kadar, via email | 
Julia Minko, Belarus > 


~ Jasmin May, via email 


Robin Overton, Sullivan IN 
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Where was singer/actor 
Rubén Blades, aka Daniel 
Salazar in AMC’s Fear The 
Walking Dead, born? 
Apart from Greg Nicotero, 





Here’s another helping of the 7WDM Quiz for you to sink your teeth into! See who has directed the most 
if you can answer all of the below brainteasers in as fast a time as possible. episodes of The Walking 
Take it on yourself or challenge your friends and family. Remember though, this Dead TV series? 


is just for fun — no prizes for getting them all correct, apart from the supreme 
knowledge that you know your stuff when it comes to The Walking Dead. 
Answers at the bottom of the page... 


~*~. » 


What creature is Enid seen 
eating In ‘JSS’? 

How many The Walking Dead 
Compendiums are there? 
What relationship is 
Madison Clark to Nick? 

In the comic, Rick Grimes 
has been In a relationship 
three times. Can you name 
them? [Three points. ] 

Who says the following line 
in AMC’s The Walking Dead: 
“Look, | get it, my dad 
killed your dad. But you’ve 
gotta know something: your 
dad was an asshole”? 


In which issue of the comic 
does Michonne return 








What was the title of the 
downloadable content (DLC) 
for The Walking Dead: A 
Telltale Games Series, 
which was released between 
seasons one and two? 

Name the four inmates in 
the prison in the comic. 
[Four points. ] 


What Is the first line of 
dialogue in The Walking 
Dead comic? 

Who is the resident doctor 
for the Hilltop? 

Name all five episodes in 
season two of the Telltale 
Games series. [Five points. ] 
From which US city does 
Truwest Airlines Flight 462 
depart (in the Fear The 
Walking Dead web series)? 
Who is the TV series’ 
Supervising sound editor 
and how many times has 

he been nominated for an 
Emmy for his work on the 
show (shared with the sound 
department)? [Two points. ] 


There are 12 heads left on 
poles by the Whisperers to 
mark their territory. Whose 
heads are they? [A point for 
each one you can name.] 


Gene Page/AMC. Frank Ockenfels 3/AMC 





following the time-jump? 


ANSWERS GIVEN BELOW. 
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To take part in our search for the number one Wa/king Dead fan, just answer the 
questions below and send them to Please send 
a large photo of yourself (if it’s too small, we can’t use it). Also please include your 














OK, when it comes to AMC’s TV show, we think we may 
have found the ultimate fan this issue. No mention of 
the comic though, so she sadly can’t claim to be the 
number one fan of the entire franchise. Think you’ve 
got Aislinn beat? Just answer the questions below and 
send them, along with a ‘decent size’ photo of yourself, 
to walkingdeadmail@titanemail.com. There is a prize for 
each issue’s winning entrant — this issue, it’s a Charlie 
Adlard-signed copy of [WDM Issue #12. 
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Aislinn Prior 25 





How did you first hear about The 
Walking Dead? 

My mom saw an advert in a 
) TV magazine, and thought the 
combination of zombies and 
Andrew Lincoln would appeal to 
me. | wasn’t sure what to expect 
' but two minutes in | was glued to 
the screen. | now subscribe to a 
cable provider just to be able to 
watch the latest episodes as soon 
as they come out. 


In what ways has The Walking Dead 
| affected your life? 

In what ways hasn’t it? | started 

a new job as a live-in nanny this 
year, and as the kids helped me 
unpack, they were in awe of how 
somebody could own so much 
paraphernalia based around one 
show — a dressing gown, books, 


London, UK 


calendars, phone 
cases, key rings 
— they see Rick’s 
face around my 
room so often 
that they now 
refer to him as 
my “42-year-old 
husband!” 

I’ve traveled 
from the UK 
to Chicago and 
Toronto just to 
attend conventions; 
I’m selling my 
artwork for the first 
time at London 
Walker Stalker in 
February, and have 
even bought my 
platinum VIP ticket 
for Atlanta Walker Stalker 2016. 
My trip to Atlanta also goes via Los 
Angeles, as I’m really hoping to 
attend an episode of Ja/king Dead. 
So much excitement! 


What’s been your favorite The 
Walking Dead moment so far (in 
any iteration)? 
The one moment that sticks with 
me is in the TV show, shortly 
after the Governor’s final prison 
attack, when Tara mentions 
Hershel’s death to Glenn without 
realizing the prominence of it all. 
Glenn’s reaction brought back the 
heartache of Hershel’s death in 
minute detail. 

| also love the entirety of 
season five. Episode one, for me, 
had everything a Walking Dead 
episode should have — near-deaths, 


glorious reunions, blood, gore, 
fear, relief, tons of walkers, 
and, of course, badass Carol. 


Who’s your favorite character? 
Tara is up there at the 
moment, so I’m hoping she’s 
given a chance to shine soon. 
| find Sasha fascinating to 
watch In any situation, and 
her and Abraham have a really 
interesting dynamic. Aaron 

is also growing on me, but 
my ultimate favorite has to 
be Rick. No doubt most of 
his actions are questionable, 
but | support him even as 

an anti-hero. His character 
development has been 
remarkably fun, if sometimes 
scary to watch. 


“Rick’s character 
development has 
been remarkably 
fun, If sometimes 
scary, to watch.” 


How big a fan of The Walking 
Dead are you? 
| am like a 12-year-old fan girl 


in all the lamest possible ways. 


When I’m not playing along 
with Story Sync (and hoping 
to get Michonne) or reading 
one of Jay Bonansinga’s 
novels, I’m working out which 
construction set to buy next. 
On occasion, | will literally 
just write lists of characters to 
test my knowledge. My family 
no longer asks for birthday or 
Christmas lists, instead they 
ask, “Which Funko Pop!’s do 
you still need?” 


How many friends have you 
converted into fans? 

| moved to a new city not 
long ago, and have been 
meeting new people via apps 


full address (don’t worry, we won't print it), so we can send out your prize! 


and websites. Upon being 
introduced to a new friend at 

one of these events, her first 

words to me were, “Were you at 
the local pub yesterday? | saw 

you with a friend and you were 
talking really excitedly about a 
show with zombies.” 

The fact that even 
Strangers are well aware I’m 
a big fan sums me up pretty 
accurately. I’ve gotten my 
sister into the show, which 
provides an excuse to bring 
up the topic of The Walking 
Dead at family events and 
dinners. Even the children 
| look after can name about 
15 characters without ever 
having seen an episode. (And 
for the record, their favorite 
character is Maggie.) 


What’s the most prized piece of 
merch you own? 

It has to be my signed 
drawings, just because nobody 
else has them. | draw a lot and 
did a series of Walking Dead 
characters, many of which 
have now been signed (Merle, 
Michonne, Daryl, Maggie, the 
Governor, Tyreese, and Andrea) 
and they all hang proudly 

on my bedroom wall. Some 

of the cast have even asked 

to take pictures of them on 
their phones, which has been 
stupidly exciting. 


Anything else you want to say? 
There was a question about 
favorite characters, but not 
favorite cast and crewmembers. 
Greg Nicotero is an inspiration 
to me — | am hugely into SFX 
makeup and prosthetics, and the 
work his team do on the show 
makes The Walking Dead what it 
is, in my humble opinion. Not to 
mention his extensive skills as a 
producer, director, and walker. 
Long live The Walking Dead! e 
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ack in the 1990s, 
af TWDM's editor (yes, 

he is that old!) used to 
collect action figures of the ' 
comic book character Spawn, | 
created by Todd McFarlane. Each_ 
figure was remarkably detailed, 
lovingly crafted, and, well, just | 
darn cool! So when McFarlane 
and his company McFarlane Toys 
announced they had signed a 
license to create action figures for 
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The Walking Dead, both comic and M6 
TV show, a rather large squeal could 442 
be heard from our editor’s office. 0. 

This issue’s sweepstakes is offering you, » 
our loyal readers, a chance to find out just why A. 
McFarlane Toys’ figures are so loved by collectors. We have 15 1 


of McFarlane Toys’ recently released Rick Grimes Vigilante Edition Deluxe Figures, 
based on the TV character, up for grabs — and boy, is it amazing! Depicting Rick’s 
transformation from peace-keeping deputy to judge, jury, and executioner, this blood 
splattered 10-inch figure features the exact likeness of the actor, taken from a full 3D 
scan, and comes with authentic in-scale replicas of Rick’s machete, revolver, knife, 
and D-rings. An alternate arm and hand allow you to create additional character 
poses with various weapon combinations. Briiilant stuff! 


McFARLANE www.mefarlane.com 
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THE SERRE 





When giants of The Walking Dead meet, you can 
expect sparks to fly. This issue, Nicholas faces Glenn 


J 


WHAT’S THE 
BEEF? 

Nicholas, Spencer, and 

Olivia aren’t happy about 

the way Rick and his group 
have started to take over 

in Alexandria. Nicholas is 
planning to seize control — 
and this will inevitably involve 
killing Rick. Unfortunately, 
Glenn stumbles into the conversation 
and hears everything. His attempts to 


_ defuse the situation don’t go down well 


with Nicholas when he sees that Glenn is 
holding a gun. 


ROUND ONE! 

Nicholas is straight in there, with a right 
hook to Glenn’s jaw. Glenn goes down, but 
Nicholas keeps on pummeling him. Olivia 
manages to stop the attack, but Nicholas 
then picks up the gun and holds it to 
Glenn’s bloodied head. 














ROUND TWO! 

Nicholas quickly discovers that Glenn — like 
all of Rick’s group — has learned to survive 
without the safety of the walls the residents 
of Alexandria have grown accustomed to. 
Despite the gun at his head, Glenn hits 
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ina classic Mexican stand-off. 
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back, winding Nicholas and allowing him to 
escape. But the fight does not end there... 


ROUND THREE! 

Glenn races back and demands that 
Maggie gives him a gun. Meanwhile, a 
furious Nicholas and a larger group have 
gathered outside. Glenn emerges and a 
Mexican stand-off occurs, weapons pointed 
at each other, no one about to back down. 


THE DECIDING BLOW 
This is delivered not by Glenn or Nicholas, 
but by Rick, who steps into the situation 





Dan Auty 





with his own gun, and tells Nicholas to 
give It up. 


AND THE WINNER IS... 
Glenn, with Rick’s help. There’s no knock- 
out, as Nicholas and the others slip away, 
back to their homes. But they now know 
that the authority that Rick and his group 
wield is far greater than their own. 








It’s not easy being a zombie in [he Walking Dead 
world, as our week in the life/death of an undead 
walker reveals. Diary entries transcribed by Dan Auty. 


MONDAY 

It’s my final week of training. The Mr 
Zombiverse competition takes place on 
Friday, and | need to get in shape. | like to 
start my morning with a long run through 


| the woods, but my right foot dropped off 


over the weekend, and hobbling through 


| the undergrowth isn’t going to get me 


| anywhere. Literally. 


TUESDAY 

Had a few questions today from other walkers 
about how | keep in such good shape. | tell 
them it’s all about what’s in the head. Not in 
my head, of course, that’s a useless lump of 
bone. | mean the brains of all the normos I’ve 
been eating over the past few weeks. 


WEDNESDAY 

Went to check out some of my competition. 
| don’t have much to worry about. Most 

of them could barely lift a single weight 
without snapping a limb, and the only 
thing strong about them is the smell. 


THURSDAY 

Final day of training. Bulking up as much 
as | can, but there’s not much to eat round 
here — | did come across some normo lost 
in the woods, but there wasn’t much to 
him. It’s kinda pathetic that the normos 
haven't kept themselves in better shape. 
Would it have hurt to have saved a little 
more food in case there was, you know, a 
sudden zombie apocalypse? 








FRIDAY 
The big day! | won with no 
problem — my competition was 
basically some guy without legs, 
and a head with half a torso. 
Afterward, | thought I'd celebrate 
with a tasty treat and headed 

off into the woods again where 

| thought | heard someone moving 
around. Didn’t expect to get a 
sword through my belly and see 
my guts all over the ground. Still, 
that’s one way to lose the fat! 
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ctor Robin Lord Taylor 
may be currently killing 
it (literally) as Oswald 
Cobblepot, aka The Penguin, 
in Batman prequel series, 
Gotham, but before that he 
made a sizable impact in 
AMC’s The Walking Dead 

as the survivor Sam. After 
all, he was there at two 

key moments in the show’s 
history: when Rick kicked 
Carol out of the group in 
season four’s ‘Indifference,’ 
and on the slaughter line in 
Terminus in season five’s ‘No 
Sanctuary, getting his head 
bashed in with a baseball 
bat no less. Taylor compares 
the camaraderie on set 
between these two different 
series as being very alike and found both to be enjoyable 
experiences. But what else makes him happy? TWOM 
finds out. INTERVIEW: Bryan Cairns 





school came over one day. We were 
playing with the label maker and she 
labeled out her motto, which is, “l am 
a magnet for divine prosperity.” It sits 
on the brick in my fireplace, so | look 
at it every day. “Delivering practice 
and furious hard work,” is another. 


What’s your idea of happiness? 
My idea of happiness Is time with my 
loved ones. 


Is the glass half empty or half full? 
Depends how much | drank out of It. 


What’s your fondest memory of 
working on The Walking Dead? 
The cast and the crew. The 
camaraderie on that set is absolutely 
unparalleled. Actually, it is parallel 
to what we have on Gotham. To see a 
group of people really work together, 
and who are coming together without 
ego and it’s all about the work, Is 
amazing. Io really bring so much soul 
to those characters is inspiring. To 
have been a part of that family for 
just that limited time is one of my 
most cherished memories. 


What was your breakthrough 

/ moment in life? 
My breakthrough moment in life was 
coming out of the closet and just 
having love come to me. 


What was the last book you 
read, either fact or fiction? And 
was it any good? 
| | read MaddAddam, which is the 
third in the Oryx and Crake series by 
Margaret Atwood. It’s this dystopian, 
future hell-scape. Margaret Atwood Is 
one of my favorite authors. | read all 
What item do you always carry her books. It’s horrifying, but you can 
with you? See it happening. 
My wedding ring. 
What ts the first item on your 
shopping list? 
| go to this very well-known grocery store 
+ in New York City on the Upper West Side 


What’s your personal motto? 
| don’t know if it’s my motto, but my 
somewhat hipster friend from high 


~ ROBIN LORD TAYLOR | LORD TAYLOR 


AYR LALCUTIONER 











If we gave you a plane ticket to 
| travel anywhere in the world, 
| where would you choose to go? 
Paris, because I’ve never been before. 
Paris. Paris. Paris. 


called Fairway. Fairway is known for being 
an absolute zoo. It’s tiny, but everyone 
shops there because it’s one of the best 
grocery stores in the world. The thing 
about it is it’s so tiny you have to write 
your shopping list out in the order of the 
path you are going to take. The first thing 
you do when you go in the door is make a 
left to the produce section, so salad. It’s 
number one every time. 


How long is a piece of string? 
A piece of string is probably three and 
a half to four inches long. 


| How far is too far? 
Because |’m from the Midwest, 
| measure everything in how long it 
| takes to arrive somewhere. | can do 
12 hours in a car. Anything more than 
that is too far. 


Who has been the biggest 
influence on your life? 

It’s probably my dad in my personal 
life and Chris Chulack in my 
professional life. My dad Is 
complicated. As for Chris, | don’t 
think I’ve ever met a more sincere 
artist in the business. 


Pirates or ninjas? 

Ninjas, because they are quiet and 
| also wear black. 

What’s your biggest phobia? 

My biggest phobia is caves. | got stuck in | 
one when | was younger. It traumatized 
me. [No bats, though? — ed.] 


Time machine or spaceship? 
Spaceship, because if we get into 
| physics, a spaceship could be a time 
machine if you move fast enough. 
When was the last time you were 
star-struck? 
It was about 20 minutes ago, when | was 
hanging out with [actor] Rupert Grint. 


| Robert Kirkman — genius 
or madman? 
| Absolute genius! 


Lastly, have you lied at all 
during this interview? 
Yes, and that was the lie just there. © 


If you weren’t an actor, what 
would your profession be? 
| would probably be an acting teacher. 
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Packed with vital information about how to prepare yourself and your surroundings 0 Th n OW 
for attack, the Zombie Survival Manual also includes advice on how to flourish in 

a post-apocalyptic world. This Manual is essential reading for those interested 

in protecting themselves, their families and society at large from the living dead. FT 6 99 
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